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It is the year 2103 CE, and Earth has established a 
flourishing colony on "the angry red planet." 
However, Mars lives up to its reputation very 
quickly, as the colony is overrun by L.E.D.s, an 
alien race that communicates with light. 
Capable of enormous destruction with a wide 
range of plasma-beam lasers and cannons, 
the L.E.D.s have destroyed much of the 
colony, killing civilians and imprisoning 
countless others. 

Authorities on Earth fear the worst, but 
they want to be sure there are no survivors. 
Unable to immediately mobilize a large strike force, 
military leaders decide to send one man, E.Z. 
Wheeler, a former U.S. Army Ranger and highly M t 
trained Radical Tactics Expert (RTX). His job (and 
yours) is to identify the threat, look for survivors, 
and secure the facilities until reinforcements arrive. 


The only contact from Mars is a frantic distress 
call from Chief Colony Officer Cimmeria Rajan, | (fy 
who is still alive, hiding somewhere deep in the - ~ 
colony. Although E.Z. has orders to sit tight, he 
simply cannot ignore the pleas of a fellow 
officer—who also happens to be beautiful. So, without backup, your job 
is to explore the colony, find Cimmeria, and rescue the survivors. 


It sounds like a simple secure-and-extract mission. But there is much 
more. E.Z. soon learns that his grandfather, Augustus Wheeler, the first 
human to set foot on Red Rock, had stumbled upon strange, mystical 
powers at work at a crater on the planet's surface. He died before 
discovering the source of these powers, and now it is up to E.Z. to 
uncover the secret and put his grandfather's soul to rest. 

Fortunately, E.Z. Wheeler is more than a soldier. Even among his 
RADTAC peers, his state-of-the-art bionics are unique. Before you take 
the shuttle to the colony, review the following sections to learn more 
about E.Z.'s enhancements. 


Major E.Z. Wheeler was a good 
soldier before the accident. But he 
was even better after the medical — 7, 
scientists turned his mangled eye 

into an electronic sensing device and his 
injured arm into a fast-change combination 

of weapons and tools. In the following = - 
sections, we introduce E.Z. Wheeler's = 
natural and enhanced abilities. 


Bionics aside, E.Z. moves like any other 
human. He walks, runs, and jumps— 
although, jumping on Red 
Rock is far more efficient 
than on Earth, due to the 
lower gravity. Thanks to 
aggressive L.E.D.s lurking 
behind every rock or 
corner, running 
(preferably in a zigzag 
pattern) is the best way to 
avoid getting shot while 
moving from point A to 
point B. 


You can usually run to 
get away from one or two 
L.E.D.s, but when an enemy 
squad attacks, it takes 
advanced evasive tactics to 
survive. L.E.D.s are heavily 
armed, and they have 
unlimited ammunition. 
However, they are not the 
best marksmen, especially 
when aiming at a moving 
target. Rolling away from laser bursts is the most effective way to avoid 
injury. If you keep firing while rolling, there is a good chance E.Z. can 
come out of a roll and take out his target in one slick movement. 
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E.Z. is a well-conditioned 
professional soldier, and 
his strength and coordi- 
nation are critical when it 
comes to climbing 
mountains or leaping toa 
tiny ledge. If he can get his 
fingertips around a narrow 
strip of rock, he can pull 
up to safety. 


The game includes a 
wide variety of 
environments—such as 
barren, rocky landscapes, 
underground tunnels, and 
abandoned malls. In the 
frenzy of running from 
L.E.D. attacks, it is easy to 
overlook good cover. E.Z. 
can crouch behind 
objects, reducing or even 
eliminating the target he presents. Crouching is also a good idea when 
opening a door because that allows the first L.E.D. volley to go over 
E.Z.'s head. 


Synthetics 
Synthetic eye 


E.Z. Wheeler's left eye is an advanced imaging system that provides 
early warnings of impending dangers. Each enhancement is described in 
the following sections. 


Thermoscan [Infrared] 


Stepping into a room in 
the L.E.D.-controlled 
colony can be a 
dangerous proposition, 
especially if a ghostly 
Technician is present. 
When in doubt, activate 
Thermoscan to detect 
every enemy presence, 
and see more Clearly in 
areas of reduced light. 


Naviscan 1 [Green] 


Naviscan keeps E.Z. from 
flying blind. When it is 
active, you can scroll 
through a collection of 
maps downloaded from 
IRIS, a miniature computer 
module that accompanies 
E.Z. throughout the game 
(see the "Other Characters" 

HA co air D NP Oe v section for more infor- 

mation on IRIS). On each 

level, (with the exception of Red Rock West Gate, where you control 
Cimmeria Rajan), IRIS uploads an overview map, followed by a number of 
detailed maps that focus on smaller areas. 


The current objective is always marked on the map, along with direc- 
tional cues telling you to go up or down or a warning that you are far from 
your objective. Each map also maintains your current status, so if you lose 
track, simply scroll through the maps to confirm your next objective. 


Electroscan [Blue] 


E.Z. is frequently called 
upon to repair broken 
panels, consoles, and 
power lines. When 
Electroscan is active, you 
can easily spot the 
malfunctions. 


Bioscan allows E.Z. to 
locate and interact with 
the Old Souls. Without 
Bioscan, an Old Soul cave 
looks like a solid rock wall, 
and an Old Soul cairn 
looks like a pile of rocks. 


With his trusty Torque 
Wrench locked into place, 
E.Z. can open wall panels 
faster than you can say 
Phillips-head screwdriver. 
He can also assemble 
machinery, such as the 
alluring metallic Fembot, 
Lulu, in Red Rock Sally 
Port Zulu. 


When it seems that E.Z. is 
trapped in a room with no 
visible means of escape, 
strap on the Grapple Hand 
and look up to find a 
contact point. When the 
target is locked in, E.Z. 

> fires a hook and line, 

P enabling him to "fly" up to 
second stories or avoid 
dangers such as steam —À 
vents. With practice, you can 20 up, and with 2 a à properly timed release, 
you can even propel E.Z. forward. 


Although the Taser is 
effective for stunning 
L.E.D.s in close combat, it is 
usually used for zapping 
an electrical circuit after 
removing a wall panel with 
the Torque Wrench. 


Who needs a door when 
you have a Plasma Cutter? 
As you move through the 
levels, you find walls 
marked with square 
patterns of red dotted 
lines. Use the Plasma 
Cutter to cut out the 
pattern, so E.Z. can kick in 
the wall. 


ye awe 


This nifty attachment lets E.Z. launch Small Butane Tanks into a crowd of 
L.E.D.s or at objects that you must destroy. The destructive power of this 
weapon is impressive, but you should pick your spots, especially if 
L.E.D.s are firing at E.Z. from multiple locations. Find cover, then use the 
Catapult as a soldier would use a grenade launcher. Then switch quickly 
back to a eun to clean up the remaining enemies. 


E.Z. Wheeler can carry a 
large inventory of 
consumable supplies, 
weapons, and ammunition. 
These items are described 
in detail in the "Power-ups" 
and "Equipment, Weapons, 
and Explosives" sections. 
As a rule of thumb, max 
out your supplies (never 
leave anything on the 
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ground if you have room to carry it), even though you may not need a 
particular item on your current level. The following table includes the 
maximum capacity and brief description for each item. 


E.Z.'s Inventory 
item Man. Quantity Description 
First Aid Kit 10 Incremental health boost 
Health Kit Full health boost 
Oxygen Bottle Air supply when using pressure suit 
Food Unit 
Junk Used to destroy L.E.D. teleporters 


Used to distract Vermin 


Used to stun L.E.D.s for the purpose 
of stealing their weapons 


Fire Extinguisher 


Can be shot to trigger explosion or 
launched in E.Z.'s Catapult 


Small Butane Tank 


Large Butane Tank Used for exploding large objects 


Maximum number of shots for each 
weapon, except for the 4mm 
handgun, which is unlimited 


Weapon Ammo 


Can temporarily stun a group 
of L.E.D.s 


More powerful than the gas grenade, 
can destroy a group of L.E.D.s 


Tranquilizer Gas 


Stun Grenades 


Equipment, Weapons, and Explosives ~ 
Introduction Stun Grenade 


Armed with advanced scanning capabilities and the ability to accumulate : s Maximum Inventory: 20 
a toolbox filled with arm upgrades, E.Z. Wheeler arrives at Red Rock with — 

relatively little firepower—a standard-issue 4mm handgun. However, 
every L.E.D. carries a potential weapon upgrade, and the Mars landscape 
is littered with ammo and explosives. In the following sections, we 
describe the strengths and weaknesses of each item. 


Standard Equipment 
4mm Handgun 


This gun lacks punch, but 
it never runs out of 
ammunition. The 4mm 
fires explosive projectiles, 
which is important to 
remember when coming 
up against L.E.D. aerial 
speeders. Laser guns 
extract more damage 
against L.E.D.s, but 
nothing beats a 4mm 
handgun for bringing down an enemy ship. 


Pressure Suit 


A Pressure Suit is available pss 
in every airlock (except 
those that are malfunc- 
tioning due to vacuum 
node problems). E.Z. 
cannot leave the colony 
without one, and in the 
later levels, a full 


The stun grenade can be a 
devastating weapon when 
exploded in the middle of 
an L.E.D. squad. You can 
drop the grenade and run, 
or heave it at your target. 
Either way, make sure E.Z. 
is clear before the 
explosion, or he will suffer 
serious damage. 


Machine Gun 


e Maximum Inventory: 999 


This is the heavy assault 
rifle that helps Cimmeria 
succeed in Level 8: Red 
Rock West Gate. The rapid- 
fire automatic uses 100- 
shot clips that are 
scattered about Red Rock. 


Fire extinguisher 


e Maximum Inventory: 100 


Although not technically an 
issued weapon, Fire 


inventory of Oxygen Extinguishers are bolted to 
Lg the walls in most airlocks. 

Bottles is a must during Don't waste time puttin 

long forays across Mars. s 


out fires. Instead, attack a 
lone L.E.D., freezing it with 
the fumes. While the L.E.D. 
is like a statue, swipe its 


Small Arms Cache A s o9] 
rue an L.E.D. is harmless. 
. However, L.E.D.s that escape without their weapons get them back if th 
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e Maximum Inventory: 10 p 
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Originally designed as a crowd-control 
weapon, this grenade is virtually useless 
against large squads of L.E.D.s. However, if 
you are low on L.E.D. ammo, you can use it 
effectively against a single enemy. 


when you kill an LE. D, eventing n - ns 
the hardware. : E 
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e Maximum Inventory: 999 
e Ammo: Single L.E.D. 


This is the standard L.E.D. 
weapon, but because it is a 
laser, it is twice as 
powerful as E.Z.'s 4mm 
handgun. 


e Maximum Inventory: 999 
e Ammo: Single L.E.D. 


The upgraded Destructor is 
more powerful and more 
accurate than the Stage 1 
version. 


e Maximum Inventory: 999 
e Ammo: Double L.E.D. 


The Reaper is the L.E.D. 
equivalent of Cimmeria's 
machine gun. This rapid-fire 
laser can take out a crowd 
of L.E.D.s in record time. 


e Maximum Inventory: 999 
e Ammo: Double L.E.D. 


The Eradicator is a slow- 
firing weapon that must 
recharge after every shot. 
It is most effective and 
more powerful as a long- 
range sniper rifle (when 
used in zoom mode). 


e Maximum Inventory: 999 
e Ammo: Double L.E.D. 


This particle beam weapon explodes L.E.D.s on contact. The charge is so 
powerful that it can hit one L.E.D. and take out several of his buddies as 
collateral damage. 


K | SINGLE LED AMMO 


There are two types of L.E.D. ammo packs: Single and Double, corre- 
sponding to one-handed and two-handed weapons. 


e Maximum Inventory: 20 


Small Butane Tanks 
explode when shot with a 
weapon, so they are useful 
as stationary explosive 
devices. However, a small 
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L.E.D.s roam freely tank has an added benefit 
throughout the game. when E.Z. acquires the 
| However, they Catapult arm upgrade. You 
| occasionally stay in can load the Catapult with 
strategic locations, a small tank, lob it ata 
behind a laser turret. target, and the tank 
These weapons are devas- : explodes upon impact. 


| tating and should be 
| avoided at all costs, 
| unless you can take out 
| the gunner and turn the 
| laser against the L.E.D.s. 
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Due to its size, the Large 
Butane Tank doesn't fit in 
E.Z.'s Catapult. However, a 
single large tank packs a 
bigger wallop than a small 
one, so the destruction is 
much greater. You use two 
large tanks on different 
levels in the game—in 

| Level 7 to blow out a vent 
fan to reach the colony 
exterior, and in Level 9 to 
blow up the ice blocking 
access to the final Old 

| Soul cave. 


| 


E.Z. Wheeler 
commandeers an L.E.D. 
scout ship in Level 9: 
Aromatum Chaos, when 
he goes against an L.E.D. 
Battlecruiser. This speedy, 
highly maneuverable craft 
is equipped with a Stage 6 
Demolisher—twin lasers 
that are effective against 
other L.E.D. ships, as well 
as smaller ground targets. 
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power-ups ~ 


introduction 


Aside from battling L.E.D.s, your most 
difficult challenge in RTX Red Rock is 
managing E.Z.'s resources. This includes 
life-support systems, such as First Aid 
Kits, Health Kits, and Oxygen Bottles. The 


ability to scavenge these items varies 
from level to level, and you can't always 
find a Mars Minimart when you 
need one. 


Managing your ammunition is 
considerably more difficult because ‘+ 
you can't buy a new clip at the 
Minimart. Also, unlike the aforemen- - 
tioned supplies, which are often 
found in conveniently placed canisters, ammo power-ups 
are usually located in the middle of hostile environments. 
And there is the added danger of opening what appears to 
be an ammo case, only to find an L.E.D. bomb. 


In addition to health and ammunition power-ups, there 
are other items found in the environment. While not as 
critical to your survival as a First Aid Kit, you also need Pieces of Junk 
for destroying L.E.D. teleporters, Cash Cards for purchasing supplies at 
the Minimart, and a Human Digitizer for collecting survivors. 


The following sections describe each of the items found in RTX Red 
Rock, with tips on how and when to use them. 


Consumables 
Oxygen Bottle 


e Cost: 10 
e Maximum 
Inventory: 20 


Early in the game, you find 
an abundant supply of 
Oxygen Bottles, stored in 
canisters atop pedestals. 
One click of 4 opens the 
canister and another click 
collects the Oxygen Bottle. 
Don't pass up Oxygen, 
even when you are 
spending most of your time inside the colony. These bottles become 
scarce later in the game, and you are likely to be short of air in Level 10: 
Shalbatana Vallis, as you travel across a vast crater. 
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Machine-Gun 
Cartridge 


e Cost: 20 


e Maximum 
Inventory: 10 


First Aid Kits are often 
paired with Oxygen Bottles 
on similar pedestals. 
However, you also find 
them in red-and-white 
boxes on the floor. A First 
Aid Kit restores 33 percent 
of E.Z.'s health, so it is a 
good idea to have a large supply on hand to cive incremental boosts. 


Health Kits 


e Cost: 60 


e Maximum 
Inventory: 10 


The more expensive Health 
Kits boost E.Z. to 100 
percent, regardless of the 
current level. Be careful to 
use them only when E.Z.'s 
life is hanging by a thread, 
SO as not to waste existing 
health. 


Food Unit 


e Cost: 5 


e Maximum 
Inventory: 10 


Although Vermin do not 
carry lasers, they can be 
incredibly annoying. 
Fortunately, you can 
distract them by tossing 
Food Units on the ground. 
You can run away while the 
little darlings eat, or you 
can blast them, spreading a combination of Vermin and tofu around the 
environment. 
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Pieces of Junk 


e Cost: N/A 


e Maximum 
Inventory: 10 


You find oddly shaped 
chunks of metal scattered 
all around Red Rock 
(inside and outside). It 
may look like scrap, but it 
is your way to destroy an 
L.E.D. teleporter. Simply 
drop a piece intoa 
teleporter, then scurry away as fast as you can because the resulting 
explosion can be very damaging to Wheeler. 


Cash Card 


e Cost: N/A 


e Maximum 
Inventory: 999 


Cash Cards are used as 
currency at the Mars 
Minimart. They can be 
found tucked away in 
boxes on the floor and in 
cabinets on the wall. Each 
card is worth 20 units. 


Other items 
Human Digitizer 


Early in the second level, 
E.Z. comes upon a Survivor 
just as he is about to be 
digitized by an L.E.D. Our 
hero saves the day and 
realizes that the L.E.D. 
Human Digitizer can be 
used to collect survivors. 
There is only one Human 
Digitizer in the game, and 
if you don't find it in the 
Thermal Research Station, 
you can't gather survivors. 
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The Stones 


Summoning Stone First Old Soul 
Blinding Stone Second Old Soul 
Hiding Stone Third Old Soul 


Healing Stone Fourth Old Soul 
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When E.Z. discovers an Old 

Soul, he learns more about 

the mystery of Red Rock. 

And when the meeting is 

over, each of the four Old 

Souls disintegrates into a 

single stone. These stones 

have valuable powers, . 
as described in the 

following table. 


Can be summoned for advice 
and to clear paths 


When activated, it blinds 
E.Z.'s enemies 


Renders E.Z. invisible for 
short periods of time 


When used, it restores 
E.Z.'s health 
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E.Z. Wheeler may be alone in his quest to solve the mystery of Red Rock, 
but he has help along the way, both human and electronic. Of course, 
every hero needs a villain, and E.Z. has his hands full with the L.E.D.s. In 
this chapter we offer a preview of the characters you will encounter as 
you make your way through the game. 


IRIS can also operate a 
wide range of vehicles, 
called Servobots. By 
inserting IRIS into a vehicle 
or piece of equipment, E.Z. 
has direct control. A word 
of warning: remove IRIS 
from the Servobot when 
you're finished. It is very 
frustrating to take off on 
your next objective, only to 
find out you left IRIS sitting 
in a Tractorbot on the 
other end of the colony! 


She may be a computer module, but IRIS has some 
impressive assets. Intelligence, personality, and 
creativity, mixed in with a touch of cattiness, give 
E.Z. all he can handle. But, above all else, IRIS is a 
lifesaver. Without her, E.Z. would be roaming around 
the colony, banging on locked doors for an eternity. 


E.Z. can talk to IRIS at any 
infostation. Many of these 
communications are 
critical for the progression 
of a level. However, 
sometimes a visit with IRIS 
is necessary just to review 
the current objectives or 
receive a useful hint on 
what to do next. 


M 


When E.Z. first meets Cimmeria 


Rajan, the Chief Colony Officer at Red 

Rock, his first inclination is to stick 

with his mission and not concern 

himself with her problems. But, something about 
Cimmeria sparks E.Z.'s jet pack, so the two 
become increasingly dependent upon each other. 


l Cimmeria has extensive knowledge of Red I 
d | e? Rock, and she knows her way around a 
; 6 cf machine gun. She will support E.Z. at various 
NE points in the game; in Level 8: Red Rock West 
Gate, you'll manage Cimmeria through an 
entire level (sorry, no bionics). 


SA 


Boris Dezurov is an old- 
timer who has wandered 
the halls and craters of 
Red Rock for 50 years. He 
alternately helps and 
hinders E.Z., so don't 
expect him to be a 
consistent asset. He does, 
however, have a penchant 
for cold beer, which turns 
out to be a blessing for 
E.Z. You'll see what we mean in Level 8: Red Rock West Gate. 


Most L.E.D.s fall into three categories: Class 1 (purple, with small 
helmet), Class 2 (brownish with round helmets), and Class 3 (green, with 
spiky helmet). Additionally, there are two mini-bosses: Class 4 (big guys 
in helmets with wing-shaped fins) and Class 5 (bieger euys with huge 
lobster hands, also known as heavy warriors). 

In addition to the L.E.D.s listed above, there are four L.E.D. level 
bosses, including the Field Commander, Armored Assault Vehicle, 
Battlecruiser, and Supreme Commander. 


In a distant millennium, 
the Old Souls arrived as 
protectors of the 
Foundation Stone, a 
secret power used in 
ancient times to ignite the 
stars. As the L.E.D. 
presence in the galaxy 
escalates, the Old Souls 


telepathically reach out | (2 View DETAILS 


for help, but until E.Z. 


When facing a Class 2 or 


n Means nion b ad 4 > ; 3 L.E.D., you must shoot to 
yP AN i Old - =. E: eu kill, because stunning them 
responds. After the Ww - : witha Fire Extinguisher is 


Souls realize that E.Z. 
Wheeler can receive their { 9 4 
thoughts and powers they — A 3 
recruit him to help protect | 
the Foundation Stone. 
Each Old Soul contributes a special stone to E.Z., and at various times, 
they appear to help their "chosen one" out of difficult situations. s 
spas es to use Bioscan to find Old Soul caves and cairns (ordinary L.E.D. Battle Tactics 
piles of rock that are really Old Souls). LED. Weaknesses Best Way to Fight 

Class 1 Can be stunned, Come at them aggressively; isolate 

easily routed one and steal its weapon 


fy, , very difficult. 


z 


p 


Class 2 Can be distracted Use cover, because it takes several 


The L.E.D.s were always nasty, but because they by Servobots shots ed idi one 


lived a thousand light years away from Red Rock, ! 
no one cared. Then, they discovered space travel. , D Class 3 None Do not get in a shootout in the 
Through their technological research, the L.E.D.s open. Roll away and come up 
also unearthed clues about the existence of the firing; use cover, and attack from 
Foundation Stone. They sought the power of the all sides to avoid presenting a 
stone, and their search took them to Red Rock, stationary target 

where the Old Souls quickly became aware of their à 


presence ... and mortal threat to their existence. Class 4 At least a Stage 3 Reaper, but 


preferably a Stage 4 Eradicator is 
required to inflict enough damage 
with each hit 


Class 5 None Stage 4 Eradicator or Stage 5 
Annihilator is highly recommended 
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TASKS 


Restore station power 


Talh to IRIS 


Proceed to Command Center 


Tall to IRIS 


find Access Card 


Escape to planet surface 


As RTX Red Rock begins, you control Wheeler, who is alone on the deserted Phobos Station. Approach the hatch and press A to reach the next 
corridor. One more hatch takes you to a circular chamber. A red power module is on the wall, but it requires an Emergency Power Cell. Don't bother 
following the red arrow on the floor. The path dead-ends at a door that requires full station power to open. The yellow arrow leads to another locked 
door that requires a special Access Card. This leaves the green arrow, which takes you to the barracks. 


After entering the room, press 4 to open the red box 
on your left, and press 4 again to collect an Energy 
Cell. (This is standard operating procedure for 
opening an item and collecting its contents.) Return 
to the circular chamber, approach the power 
receptacle on the wall between the red and yellow 
hatches, and use the Energy Cell (press 4 to enable 
emergency power, which activates the silver trap 
door in the room's center). 


Climb down the ladder, stand in front of the infostation, and press A to insert IRIS into the slot. 
IRIS informs Wheeler that the station is dark because it is on standby power. Not a problem. IRIS 
restores full power, and now you have access to most areas. 


Vou find infostations in various locations throughout the : 
levels. There is no limit to how many times you can use IRIS - 
to access these terminals, however you must have the = i | T d 


IRIS module in your inventory. If you use IRIS to operate a- 
Servobot, retrieve the module from the Servobot b before | ee 


Climb back up the ladder and follow the red arrow until you reach the rectangular door that was 
previously locked. Go into the next chamber and use IRIS to receive an update. 


PRIMAGAMES 


Listen to the explanation for why you are alone on 
a deserted station. Afterwards, you receive a 
frantic call for help from Cimmeria Rajan, who is 
trapped in the colony, surrounded by L.E.D.s. She 
implores E.Z. to bring her the Officer Access Card 
so she can access weapons and fight back against 
the L.E.D.s. Eventually, you can fulfill Cimmeria's 
request, but for now you must find the Officer 
Access Card. 


Exit the room and go through three more hatches until you reach the circular chamber with the 
trap door. Follow the green arrow and return to the barracks. Go through the rectangular door and 


. . Climb down the ladder. Open the box on the wall to the ladder's left and collect the Cash Card. 


AERA 
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The vault that contains the Officer Access Card As you ascend the ladder to the barracks, there is a sudden explosion. Get to the airlock before the 


 isonthe opposite wall. Use IRIS to tap into the pressure drops to zero. The station is under attack, and you have only moments to reach the airlock. 
Jm infostation, and stand back as your cyber- Go back to the circular chamber and follow the yellow arrow through the hatch labeled "Spaceport." 
" girlfriend inputs the code to open the vault. Run until you reach the pressure suit on the left. Step into the suit, and press A to start the oxygen 
Grab the Officer Access Card and climb up flow. Continue through the hatch to reach the shuttle. You're about to land on a hostile planet filled 


the ladder. with L.E.D.s that want to fry you. 


TO OU 
ATTI 


Thermal Research Station 


TASRS 


find Research Station 


Talh to IRIS 


find Hull Patch 


Talli to IRIS 


locate Servohot 


Use Servohot to unlock 
path to Ratchet 


Get Door Seal Ratchet 


Use Ratchet to access 
far side Sally Port 


Use patch to repair 
hahitat exterior 


Proceed to Comm Tower 


Call Chief Colony Officer 


After the shuttle crash-lands on the barren Martian landscape, proceed through the canyon. Get 
used to the low gravity on Mars with a few long jumps. You'll need to leap across chasms, so a few 
practice jumps give you an idea how far E.Z. can fly. As you near the first canyon's end, two L.E.D. 
ships zoom overhead, but for now, they are not a threat. 


Continue up the ledges to reach the first of 
several Oxygen Bottle sites. Press 4 to open 
the container, and press it again to grab the 
Oxygen Bottle. 
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Stop at every Oxygen site to gather tanks. Wheeler burns P —— 
through Oxygen at a rapid rate, so you must replenish his 
supply a couple of times before reaching the Thermal Research Station. 
When you hear the warning signal, change tanks before Wheeler expires. d 


After collecting the Oxygen, run and jump to the 
rock-covered plateau. From here, turn left and 
jump across two more ledges. When you reach the 
left narrow ledge, turn to the right and take a 
running jump across the canyon. One more leap to 
the left takes you to another Oxygen site. 


Continue along the left- 
hand cliff and take a 
running jump to a lower 
ledge. You cannot see the 
gap until you are at the 
edge, so do not step off. If 
you fall to the ground, you 
must go back and retrace 
your path along the cliff. 


Walk to the left corner 
of the ledge and drop 
two levels to reach the 
canyon floor. Continue 
jumping from ledge to 
ledge until you find 
another Oxygen site. 


Continue along the path, climb up two ledges, then leap across the gap to reach the Oxygen site. Follow the path until you come to a wide break. 

After collecting the tank, follow the ledge left. A Martian ship flies by firing at you, so keep moving. This is the longest canyon jump, so take your 
time and give E.Z. room to get up to speed 
before jumping. 


After landing on the ledge, it looks like you are 
trapped. However, all you need to do is step off 
the ledge. Continue around the rock face until 
you see a large pile of dark rocks. Climb the short 
| ledge left and hop down until you are at the pile's 
O ce Bh Phn l base. Kick the pile to loosen the rocks and clear 

| the path. 


You can also reach the rock 


THERMRU RESEARCH 
pile by continuing along the B LONGITUDE: ALBAE € 
path and dropping, but you 

cannot clear the path from this 
position. 


Leap to the plateau on the canyon's other side, where you find more Oxygen and a First Aid Kit. 
More Martian ships pass overhead, and you catch your first elimpse of the Thermal Research 
Station. 


The ships are tough to hit, but 
you can destroy them with a 
shot from your handgun. 


L.E.D.s emerge from their ships and start firing. Collect the Oxygen and First Aid Kit because you 
fight a steady stream of L.E.D.s as you explore the station, and First Aid Kits are a precious 
commodity. 


From here, grab the power-ups and run for the door. If you take a zigzag path, you avoid most of 
the laser bursts. 


Step into the pressure suit on the right, 
replenish Wheeler's health if necessary, and 
open the airlock. 


As you enter the room, watch for Vermin dropping from the ceiling. If one grabs onto E.Z., roll on the floor to shake it loose (simultaneously press 
and (21)), Back far enough away to get a shot, and blast the Vermin before they attack again. 


Stop at the infostation and get your first map 
and task from IRIS. The Hull Patch is on a 


sublevel, so you must find a ladder. 


Go through the hatch to the left of the Minimart, continue along a short corridor, and enter a room Get ready for another attack when you step off 


containing a yellow ladder. Take out the L.E.D. lurking behind the ladder, then climb down through the ladder. There is an explosion across the 

an automatic hatch to the next level. room. You must head in this direction after 
neutralizing the L.E.D.s and clearing the room 
of Vermin. 


Now that EZ. has the Human 
Digitizer, you can approach all 
survivors and press A to 


absorb them into the device. 
There are 100 survivors in all. 
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When the area is clear, step over the rubble and go through the hatch. In the next room is a frantic 
survivor, who disappears into a Human Digitizer after a brief conversation with E.Z. 


Walk down the corridor to the right of where 
you encountered the survivor, and collect the 
Hull Patch from the red box. A small case on the 
floor contains a Stage | Destructor (L.E.D. 
weapon), and another larger box holds a Cash 
Card. On the opposite end of the corridor is 
more L.E.D. ammo behind the purple device. 
Another case contains an explosive contraption 
that floats into the air. If you're curious, open 
the case—but you must run around the corner 
immediately to avoid taking damage. 


o Gm 


L.E.D. weapons require ammunition. 
Only the standard issue 4mm 
handgun comes with an unlimited 
supply. also, the Thermoscan is 
valuable in spotting otherwise 
invisible Technicians. 


Stop at the infostation to download new 

instructions and two new maps from IRIS. Exit 
the room through the hatch on the right (near 
the Minimart). 


On your way through the rubble, 

collect a piece of Junk. Vou can 
use it to destroy an L.E.D. 
teleporter. 
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Use the wall button to 
open the floor hatch and 
drop to the sublevel. 
Continue down the long 
hall, stopping at the left 
alcove to rescue a 
survivor. 


Return to the floor hatch and climb to the previous 
level. Take aim and shoot the gate that blocks the 
overhead duct. Climb into the duct, and take the next 
two right turns (disregard the Servobot sign you see 
through the gate; the hatch is locked). 


Jump to a wide opening on the right and follow the 
short corridor. Turn left, shoot the gate, and step onto 
the catwalk in the next room. Shoot the Vermin 
hanging on the ceiling, and drop to the floor to rescue 
another survivor. Grab the Cash Card in the box on 
the floor. 


Shoot the gate and enter the duct system behind 
where the survivor was standing. Take the second left 
and follow the duct to the end where a gate blocks 
your path. Before you blow the gate and drop into the 
Servobot room, get ready for a new enemy, one that 
can really put a charge into E.Z.. 


The L.E.D. in the room below is a Technician, and it uses a Stage 0 Probalyzer to deliver a lethal 
electric charge to its victims. Additionally, the Technician can morph into a ghostly shape, so it is 
difficult to track after it starts moving. When you hit the floor, fire at the L.E.D. When it disappears, 
run to the other side of the room and resume firing from a safe distance. If the Technician traps 
you, keep firing and hope you can kill it before it kills you. Don't forget about the Vermin on the 
wall opposite the duct. 
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When the room is clear, collect the L.E.D. ammo 
from the case on the floor and pick up the piece 
of Junk on the table. Insert IRIS into the 
Servobot, then switch to E.Z. Open the hatch left 
of where the Servobot is stationed. Kill the 
L.E.D., then switch to the Servobot and exit the 
room. Go back to E.Z. and walk him into the 
corridor before retaking control of the Servobot. 


While controlling the Servobot, continue to 
the hall's end (in front of the infostation) and 
turn left. Go through the hatch to the main 
chamber, turn right, then right again, rolling 
through the open hatch. Turn left at the wind 
turbine and go through the hatch to the 

next room. 


You can access EZ.'s maps 
while in control of the Servobot. 
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Continue in a straight line, past the L.E.D., and through the next hatch. Turn left and continue along 
the wall until you reach the path's end. Look right to see the Servobot Hatch above floor level. 
Crouch and roll through the hatch into the duct. 
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Take the first left and follow the passage until you reach the electrical panel. Cut the power, then 
return to the room. Retrace your path along the wall until you reach a closed door on the right. 
Open the door, move the Servobot into the next room, and switch control to E.Z. 
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Send E.Z. on the same path you took with the i 
Servobot, but be prepared for plenty of 
resistance. The L.E.D.s and Vermin ignored the 
Servobot, but E.Z. is not so lucky. Collect the 
Cash Cards from two boxes along the wall. 

LAS 


After clearing the way, enter the room and reunite with your faithful Servobot, but watch for a 
Vermin onslaught. 


Search the room for Cash Cards, rescue the 
survivor, and exit through the green hatch 
(near the entry door). Approach the table and 
retrieve the Door Seal Ratchet from the red 
box, keeping an eye on the L.E.D. Technician 
working on the other side. 


ape ^ iba or you hose in. 
|. unable to plug ‘into the 
. infostation. 


You can get one long-range shot at the Technician before it fades away and rushes at E.Z. There's no 
time to run, so stand your ground and keep firing as it approaches. Before returning to the main 
room, collect the piece of Junk from the table and a Cash Card from the box along the wall. 


| 
f Return to the info- 
station at the base of 
the ladder and insert 
IRIS to retrieve your 
next instruction and a 
new map, which shows 
the location of the Far 
Side Sally Port. Exit the 
room through the hatch 
near the Minimart. 
Before leaving, 
SEE replenish your stock of 
Health and First Aid Kits. E.Z. comes under heavy fire while looking for 
the damaged hull section outside the station. 


Go to the corridor's end and insert the Door Seal 
Ratchet (on the wall, to the hatch's left). Go 
through the hatch to reach the airlock. Before 
donning your pressure suit, collect the two Fire 
Extinguishers mounted on the wall. When an L.E.D. 
attacks from close range, arm E.Z. with a Fire 
Extinguisher and use it to stun the L.E.D. This gives 
you time to grab the L.E.D.'s advanced weaponry 
before it comes back to life. 


BOXE NOTE oe REPLENISHING E.Z. S HEALTH 


—. Vou can skip the following IF E.Z. IS RUNNING LOW ON FIRST AID AND HEALTH KITS, YOU CAN TAKE 

| sidebar if you've already A SIDE TRIP BEFORE EXITING THE STATION TO INSTALL THE HULL PATCH. 

= cleaned out the Crew Quarters, RETRACE YOUR PATH TO THE UPPER LEVEL OF THE STATION WHERE YOU 
medical Center, and Galley. FIRST ENTERED (CLIMB THE YELLOW LADDER). 


3 4, | WHILE FACING 
OP 0 THE INFO- 
STATION, GO 
THROUGH THE 
GREEN HATCH TO 
YOUR RIGHT AND 
ENTER THE 
MEDICAL 


CENTER. SHOOT THE TWO VERMIN FROM LONG RANGE AND SCOUR THE 
ROOM FOR THREE HEALTH KITS AND A CASH CARD. 
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RETURN TO THE MAIN ROOM AND EXIT THROUGH THE 
SECOND HATCH TO YOUR RIGHT. FOLLOW THE SIGN ; 
TO THE CREW QUARTERS, MAKING A BRIEF STOP IN i 
THE GALLEY ON THE LEFT TO COLLECT A CASH 
CARD. L.E.D.S AND VERMIN CONTROL THE CREW 
QUARTERS, SO YOU CAN EXPECT A HEAVY ATTACK 
WHEN YOU STEP THROUGH THE HATCH. 
BEFORE LEAVING, 
SPEND YOUR CASH 
Praa CARDS AT THE 
(vm MINIMART. HEALTH 
; | KITS ARE GREAT, BUT 
arm tn wr ag YOU SHOULD ALSO 
aL. CARRY A GOOD SUPPLY ~ 


r OF FIRST AID KITS 
WORK THROUGH THE ROOMS ON THE LOWER LEVEL, THEN FOR INCREMENTAL HEALTH BOOSTS. SAVE THE 


CLIMB THE LADDER TO THE SECOND FLOOR. PICK UP HEALTH KITS FOR WHEN E.Z. IS NEAR DEATH. 
ANOTHER SURVIVOR AND COLLECT THE REMAINING CASH 
CARDS. WATCH OUT FOR VERMIN IN TWO OF THE BERTHS. 


Step into the pressure suit and exit through the After exiting the station, turn left, then left again. Avoid fire and climb the ladder. Travel left, and 


airlock. Arm yourself because E.Z. comes under look for an opportunity to corner an L.E.D. and stun it with E.Z.'s Fire Extinguisher. Salvage 
attack from multiple directions. Use the Fire weapons and ammo from the immobilized L.E.D. 


Extinguisher because you get opportunities to 
steal weapons from L.E.D.s positioned close to 
the airlock. 


o dE- 


Stunning L.E.D.s with your 
fire Extinguisher, and then 
stealing their weapons, is a 
critical strategy for keeping 
your ammunition supplies 
up, especially later in the 
game when ammo pickups Continue up and left, alongside the rock wall. You reach the hull breach, which two L.E.D.s guard. 


are scarce. wis oi and several ships converge on this site, so don't expect a break while you complete 
e repairs. 
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Fend off the remaining attackers as you run to Fight through another crowd of L.E.D.s and take the yellow ladder to the upper level, where you 


the airlock. It is easy to lose track of your find more L.E.D.s. Go through the hatch to the Minimart's right. The second left leads to the Comm 
Oxygen supply during the fighting. If you hear Tower hatch, but first you must repressurize the room and open the lock. Stop at the infostation 
the alarm, run to the airlock, leaping from the and let IRIS work her magic. 


ledges (there's no time for ladders). There'll be 
time to breathe after you get inside. 


Go through the hatch into the corridor, then 
clear the rubble from in front of the next hatch. 
Enter the room and use the controls to lower 
the ladder. 


Climb to the next level, and shoot the Vermin so 
you can focus your attention on the L.E.D. 
Technician bent on frying E.Z. Collect the Cash 
Cards scattered about, then climb the ladder to 
the Communications Center. 


Take out the lone Vermin, pick up the Cash 
Card, and pop IRIS into the infostation. IRIS 
scans for survivors and tells E.Z. she has 
located Cimmeria at the Kuznetsov Diamond 
Mine. Now that you know where she is, it's time 
to complete the rescue. 


TASRS 


Kuznetsov Diamond Mine ~ 


find Chief Colony Officer 


Summon Old Soul for help 
Restore hydraulic power 
Defeat LED. field Commander 


Talh to IRIS 

LI Return to drill 
Shut down ore carrier 
in sorting room 

LI Use drill to remove rochslide 
tnter ore carrier 

LI Proceed to Habitat #3 
find laser drill 

Get Torque Wrench 

LI [arm power-up] 
Talh to IRIS 

LI Open gate to old mine area 
Proceed to Op Center 

LI Investigate old mine area 
Talh to IRIS 

LI Tali to IRIS 
Use laser drill to open Pit #2 

LI find and enter cave 
Talk to IRIS 

* Awaken old Soul 
Proceed to Habitat #2 

a 


Cross the bridge and 
engage the L.E.D.s (be 
careful, you run into a 
Technician as you 
approach the info- 
station). For added 
protection, hide behind 
the yellow storage 
container when you 
trade shots with the 
L.E.D.s. If you have Junk, 
set a piece on the 
teleporter to prevent 
more L.E.D.s from 
spawning. 


Collect the First Aid Kit and Oxygen 
Bottle, then stop at the infostation to 
download maps and information. Walk 
back toward the bridge and enter the 
airlock. 


< See 4 
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After placing Junk on a teleporter, 
step back before the explosion. If 
EZ.'s health is very low, the blast 

could kill him. 


Remove E.Z.'s pressure suit, grab the two Fire 
Extinguishers on the wall, and proceed through 
the hatch. Use the crates for cover as you take 
: out the two L.E.D.s, then drop a piece of Junk 
a into the teleporter. 


i 
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Fire Extinguishers do not work 
against Technicians. 
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Put IRIS in the cargo handler panel, and use the crane 
to move at least two boxes to the floor beneath the 
duct. Climb into the duct and follow the path, 
stopping to pick up a piece of Junk along the right- 
hand wall. Blast the duct gate to allow entry into the 
ore Carrier room. 


Shoot the Vermin hanging around near the grate, 

drop into the room, and use the controls on the 

right to shut down the ore carrier. Enter the 

elevator and ride down to the packaging room. Go hes 
through the airlock, don your pressure suit, and 

exit. Walk back to the infostation and let IRIS open 

the crusher door. 


The first jump is a killer. Jump straight across to the far wall, and E.Z. lands on the first ledge. From 
here, jump back and forth from one side to the other until you reach the door at the bottom. 


f fe 
| / , * i Open the door and proceed through the short tunnel. Pick up a piece of Junk, then climb the 
uut a ladder to the top, where you find a survivor and an Oxygen Bottle. Go down the ladder, open the 
Nu ; A door, and leap across to the tunnel opening. 
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Follow the tunnel and watch for attacking Explore the track to the left, where you find another piece of Junk. Use it to destroy the teleporter, 
L.E.D.s as you approach the ore cart. Destroy the then 20 back to the original tunnel and follow it to the right until you reach a yellow door that 
first enemy, then jump into the cart for coveras leads to a bridge. Leap across the missing bridge section and open the door to the second tunnel. 


you kill the second L.E.D. 


After taking out the first enemy, cautiously 
approach the tunnel bend. You come under heavy 
fire, so don't venture too far past the curve. 
Using the wall for cover, you can take out all 
three attackers without suffering much damage. 


Continue following the track to the left, battling 
L.E.D.s and collecting First Aid Kits and Oxygen 
Bottles as you go. Oxygen runs out quickly and 
you must spend an extended amount of time in 
the tunnels, so watch your supply carefully. 


When you reach the track's end, follow the ledges 
as you maneuver down to the cave floor. Watch 
for Vermin and L.E.D.s as you descend; it's easier 
to shoot them from above than to battle up close 
and personal. Go through the yellow door. 
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Leap across another missing bridge span and go through the blue door. You come under heavy fire Clear the area, then walk around the corner to the 
from across the ravine, so don't leave the protection of the tunnel until you eliminate the L.E.D.s break in the railing and leap across the ravine. 
from long range. 
Me 


Go through a short tunnel and open the door to 
Hop down from ledge to ledge until you see an open area with L.E.D. activity. Target the red fuel the right. The L.E.D.s attack even as the door is 
cell to quickly clear the room of enemies. opening. Run and hide behind the crates to 
avoid taking many hits. Stay behind the crates 
and pop up just long enough to pick off the 
L.E.D.s. Collect the power-ups and go through 
the door to the infostation's left. 


At the end of the first 
tunnel section, look to 
your right to locate the 
laser drill. A quick chat 
with IRIS tells you the 
laser drill lacks power. 
You'll need to locate a 
powerswithintheop BE $f | Z7 | [lk |  r(——— 
Center. Walk through the | 
airlock directly opposite Quarters | 
the laser drill. As E.Z. 
walks through the door, 
you get your first hint 
that there is more going 
on down here than ore 
mining. 


IRIS Kiosk 


Chief Colony 
Officer — g 
—  CHitchen 
Hydraulic | 
switch — | 


That Thing We Seek is near, Erase the animals and 
find the source of the Pulse we have detected! 


Shed your pressure suit, exit the airlock, and 
take the elevator up to the Op Center. The 
L.E.D.s are waiting for the elevator, and they are 
not happy. Clear the room from the corridor 
before going through the hatch. 


Collect the Cash Card from the box on the 
counter, then climb the ladder to the Op Center 
Tower. Here, you encounter one of your favorite 
enemies, the L.E.D. Technician. When you step off 
the ladder, go to the left, just far enough to get a 
shot at the Technician as it stands at the info- 
station. You need two quick shots to kill it before 
it goes invisible. If the Technician disappears, it 
will remain near the infostation. Keep firing from 
a distance until you hear the telltale sizzle as 
your shots strike their target. When you ask IRIS 
to turn on the power, you discover that she 


needs your help to do it. You must enter IRIS World and manually carry the signal to its destination. Read the following sidebar for detailed 


instructions to this tricky maneuver. 


IRIS 


WORLD 


THERE ARE SEVERAL IRIS WORLDS IN THE GAME, AND ALTHOUGH EACH ONE IS A LITTLE DIFFERENT, THE 
OBJECT IS THE SAME. ADVANCE THE BALL (SIGNAL BIT) THROUGH A SERIES OF OBSTACLES (LOGIC GATES 
AND ELECTRICAL HAZARDS) TO REACH THE OUTPUT TERMINAL. HERE IS A LIST OF EACH COMPONENT. 


* SIGNAL BIT (BALL): THIS IS THE GLOWING BALL 
THAT YOU ADVANCE THROUGH THE CIRCUITS TO 
THE OUTPUT TERMINAL. 


LoGic GATES: IF YOU PASS THROUGH ONE OF 
THESE CYLINDRICAL CAGES WITH THE BALL, YOU 
LOSE IT. IF THE BALL IS IN THE LOGIC GATE, YOU 
GRAB IT. 


OUTPUT TERMINAL: ORANGE GATE 


GREEN ARROW: PRESS 4 TO SWITCH AN ARROW 
IN THE OPPOSITE DIRECTION, THEREBY DETER- 
MINING THE SIGNAL BIT'S CIRCUIT PATH WHEN IT 
REACHES THE ARROW. 


ELECTRICAL HAZARDS: USE THE LEFT ANALOG 
STICK TO "ROLL" AWAY FROM THESE RED SPIKES. 
YOU ARE ALLOWED A LIMITED NUMBER OF 
ELECTRICAL HITS. 


; AFTER THE GAME STARTS, WATCH THE HUD FOR 
: THE FOLLOWING MESSAGES AND INFORMATION. 


* FIND SIGNAL BIT: THE SIGNAL BIT (BALL) IS IN 
ONE OF THE LOGIC GATES. PASS THROUGH THIS 
GATE TO SNAG THE BALL. 


TIME: THIS TELLS YOU HOW MUCH TIME YOU 
HAVE TO COMPLETE THE CONNECTION. 


HEALTH: THIS TRACKS THE NUMBER OF 
ELECTRICAL HITS. 


ROLL: USE THE LEFT ANALOG STICK TO "ROLL" 
AWAY FROM RED SPIKES. 


SWITCH: PRESS A TO SWITCH DIRECTIONS. 
TURBO: PRESS X TO INVOKE TURBO SPEED. 
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Using Turbo is optional. However, 
keep in mind that it is difficult to 
avoid Electrical Hazards [red 

spikes] at Turbo speed. 


Now that you know how IRIS Worlds operate, Press X to start the game, then immediately 
access the infostation and give it a try. Thereis flip the switch (press 4). You receive the 

no limit to how many times you can attempt the message "Signal Bit Acquired" as the ball rolls 
connection. The following sections track a through the Logic Gate. Flip the switch back. 
successful completion. 


Uhen you lose the Signal Bit in 
any IRIS Uorld sequence, neuer 
flip the switch until after you get 


it bach. 
Continue around the track until you pass Go around the course again (do not flip the 
through the Logic Gate again, this time dropping switch) and reacquire the Signal Bit. 
the Signal Bit at the gate (you must drop the 
Signal Bit once to complete this connection). 
Go down the ladder and take 
Go through the the elevator down to the 


Output Terminal and 
complete the 
connection, which 
restores hydraulic 
power to the laser 
drill. 


airlock level. This is the 
second stop. An L.E.D. starts 
firing, and a Vermin tries to 
get into the elevator when 
the door opens the first time. 
Simply restart the elevator 
and continue going down. 


Don your pressure suit and exit the airlock 
(watch out for a lone Vermin that takes a liking 
to E.Z.). Exit the airlock and blast a lone L.E.D. in 
the right-hand tunnel. 
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Insert IRIS into the laser drill. Drive the drill to the first "T" in the track and turn right. Press & 
(while operating the drill) to open the door, then drive through the L.E.D. force field. Keep going 
until the drill comes to a stop, and turn around. 


Finally, a heavy weapon. Wait until the L.E.D.s 
gather near the door, then blast away, simulta- 
neously clearing the force field and a bushel of 
L.E.D.s. Pivot around and pick off any stragelers. 
When the dust settles, switch to E.Z. and 
retrieve IRIS from the drill. 


Approach one of the ladders that leads to the 
overhead catwalk. Kill any remaining L.E.D.s, 
then destroy the teleporter at the back of the 
cave. Climb the ladder to the catwalk, and look 
for an L.E.D. hiding among the boxes. After 
eliminating the enemy, open the case on the 
floor to collect a Stage 2 Destructor. 
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Jump from the catwalk to the broken ladder, 
climb up to another catwalk, and walk to a 
debris pile. Kick the rubble to clear a path, then 
walk through the airlock into the station. 


A spinning trap blocks your way. Collect the 
Cash Card and Junk on the floor to the left, then 
walk to the pipes leaning against the wall to the 
trap's left. Use the pipes to destroy the trap and 
Clear a path. Kill a couple of Vermin in the 
hallway, search the area for power-ups, and 
continue in the same direction through the 
hatch and into the Crew Quarters. 


Check out the berths for Cash Cards and @) MinLra ir 


survivors, and stock up on necessities at the 
Minimart. 
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Shoot the gate covering the wall duct. Jump up, 
following the duct to the kitchen. Don't jump 
down when you reach the opening. First, fire 
into the room to spring a fiery trap. When the 
flames die down, drop into the room and look 
for power-ups. 
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Open the door to leave the kitchen, but pause for a moment as a large bundle of debris swings Exit the room through the opposite hatch, and 
down in front of the door. Crouch down to get around it, and walk to the control switch on the walk carefully through the hangine electrical 

panel to the right. Use the switch to activate the Hydraulic Pumps and provide power for the drill. wires. When you reach the other side, you finally 
meet Chief Colony Officer, Cimmeria Rajan. 
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Leave Cimmeria for now and 2o through the 
hatch at the end of the hallway, pausing to 
collect Cash Cards from two large boxes along 
the wall. Take out an L.E.D. and check in with 
IRIS. A new map points the way to Habitat #3, 
where you must use the drill to clear a rockslide. 
Take the elevator back to the bottom (second 
stop down), where the laser drill waits. 


Activate the laser drill with IRIS, and use the 
hydraulic lift to raise the drill to the rockslide's 
level. Blast the rocks to clear a path to the 
doorway. 


Retrieve IRIS from the drill and follow the 
catwalk around to the opening. Stop at the 
infostation and ask IRIS to unlock the door. 


Follow the path and climb up to the first deck. Jump up to the steel girder, then carefully inch your Climb up the wall sections, continue up the 
way to the right, just far enough to jump over the rock pile to the platform on the other side. ladder, and use the rock ledges to reach the 
highest platform. 


Take a short side trip through the duct to reach 
a small workroom, where two survivors are 
waiting to be rescued. 


Return to the platform and jump on top of the 
duct, following the path to the door. Follow the 
platform to the right, drop to the rock ledge, 
and hug the wall as you travel down and 
around to the entrance of Habitat #3. Watch 
out for the Vermin, and don't forget the Cash 
Cards hidden in two boxes near the rock wall. 


pa Enter the airlock, shed E.Z.'s pressure suit, and continue out the hatch to the next room. Open the 
f red box to acquire a Torque Wrench, the first of five upgrades for E.Z.'s synthetic arm. Collect 
y another survivor, then exit through the revolving door. Equip E.Z. with the Torque Wrench, and use 
it to remove the red-and-white wall panel. Activate the switch to open the outside gate. 


as? 


Retrace your steps back through the station, and exit the airlock. Go to the left, alongside the wire 
fence, until you reach the open gate. Leap across the divide and into a nasty firefight with a squad 


This is a tough fight, and you must be 


aggressive because there is no place to hide. 
of L.E.D.s. Use your Stage 2 Destructor and keep moving as you eliminate the enemies. Try dropping 


a grenade and running to the other side of the cave before it explodes. 


Vou can auoid this fight altogether 
by switching to Bioscan as soon 
as you make the jump over the 
gap. This reveals the secret cave 
described in the next section. Run 
immediately for the safety of the 
caue, and trigger the Old Soul 
sequence. Uhen you emerge, the 
L.E.D.s are gone, except of course 
for the end-level boss—the L.E.D. 


Field Commander described below. 
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After the Old Soul departs, the cave exit is blocked. Use the Bioscan again, and approach the rock 


pile in front of the exit. Press 4 to summon the Old Soul, who clears the rocks, enabling E.Z. to 
leave the cave. 


Adding to your troubles is a teleporter (located 
in a recessed area on the left side) that keeps 
spawning more L.E.D.s. When you finally prevail, 
scour the ground for L.E.D. ammo, but watch 
out for a bomb hidden in one of the cases. 
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Stop for a chat with IRIS. She is bothered by peculiar energies in the area and suggests that you 
scan the caves. Switch to Bioscan vision and scan the area to reveal a hidden cave entrance. Enter 
the cave to meet one of the four Old Souls, who tells E.Z. the real reason the L.E.D.s are here. 


As E.Z. leaves the cave, a strange apparatus is 
lowered to the ground. A door opens, revealing 
an L.E.D. Field Commander equipped with a 
flying sled. The L.E.D. zooms away, leaving E.Z. 
feeling rather unprepared for battle. 


There is no time to waste here because the 
L.E.D. starts firing at Wheeler from the air. 
Follow the fence and head down the ledges and 
ladder to the catwalk with the laser drill. Use 
IRIS to activate the drill, then take over the 
controls and find the L.E.D. Field Commander. 
To line up a shot, pivot and move up and down 
through the cave. 


After you hit the L.E.D. several times with the 
laser drill, it suddenly climbs high in the air, out 
of the drill's range. When this happens, control 
switches automatically to Wheeler. Make sure E.Z. 
is armed with a gun (any one will do), and look to 
the sky. The L.E.D. releases several powerful 
puffball explosive charges that float down to E.Z. 
You cannot avoid the puffballs, but it takes a few 
seconds for them to fall, giving you time to lock 
on target (press and hold (R1)) and shoot them 
out of the air. This is your only defense, and you 
must be successful because each puffball takes a 
serious bite out of E.Z.'s health. 


The L.E.D cannot damage the: laser dritt, When the L.E.D. refocuses on the drill, you hear the unique 
so don't worry about it when you're sound of its laser blasts. However, you must allow for the 
controlling Wheeler. You can buy a few remaining puffballs to float toward €.2. If you switch back to 
critical seconds if you relocate Wheeler the drill too soon, EZ. gets clobbered. Stay in control at the 
to the cave's bottom. This gives you — cave's bottom and shoot the last few puffballs as they flutter 
more time to track and destroy the — — to earth. When the sky is clear, switch back to the drill and 
puffballs as they float down toward £.Z. resume your attack on the L.E.D. Don't worry about the laser 
drill when you are controlling Wheeler. The LE.D. cannot 
damage the drill. — 
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Gradually, the laser drill shots take their toll on Inside the L.E.D. troop carrier, E.Z. and Cimmeria 


the L.E.D., and its shield color changes from discover a strange map that points to the 
blue, to purple, and eventually to red. A final Chryse Canal Complex, Red Rock's massive 
blast sends the L.E.D to a fiery demise, and your waterworks. This seems to be the location of 
first boss battle is finally over. another Old Soul. E.Z.'s work in the mine is 


finally done, but his quest to awaken the Old 
Souls and save Red Rock is just beginning. 
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E.Z.'s new ride can only accelerate and 
decelerate, so it may seem impossible 
= toget out of the canyon. However, the 
Rover can travel sideways along walls, 
and it can achieve some air if you 
drive off a ramp at high speed. Drive 
up the ramp behind you, and follow 
the path alone the left side to vault 
across the gap. 
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Drive to Pumping Station #1 
Talh to IRIS 
Proceed to Main Cistern 


Summon Old Soul 


Proceed to Canal 
Control Center 


Talk to IRIS 


find and enter Control Room 


In Control Room, 
help IRIS divert water 


Get arm power-up 
Proceed to Canal #2 
Open sluice gate 
Proceed to Pumping Station #2 
Drive to cave 

find and enter cave 


Awaken Old Soul 


Use Blinding Stone 
to evade enemy 


Return to Main Cistern 


Summon Old Soul 


Keep left and drive along the sidewall until you reach a wide road that crosses your path. Stop Cross to the canyon's other side and continue 
quickly to avoid sliding off the other side. driving along the right-hand wall until you reach 


the next plateau. If you miss the turn and end 
up in the small rectangular canyon, simply drive 
up the ramp and repeat the trip. 


Now for some fun. You can't fire weapons from 
inside the Rover, but you can run over L.E.D.s, 
and the resulting crunch is very satisfying. Follow 
the path, taking out your enemies as you go. 


Continue through a narrow passageway, over a 
ramp, and up a short hill to reach the Chryse 
Canal Complex (Pumping Station #1). Mow down 
the remaining L.E.D.s, and park the Rover outside 
the airlock, leaving enough room for E.Z. to 
disembark and go through the hatch. 


Exit through the inner airlock and follow the As the door opens, crouch and fire continuously into the next room as several L.E.D.s attack. Firing 


path to the infostation, where IRIS unlocks the from the other room enables you to avoid direct contact with the Technician that is hanging 
door and uploads a map. Go through the door to ^ around the large, yellow cylinder straight ahead. After clearing out the L.E.D.s directly in front of 
the outer room of the pumpine station. the door, step into the room, but look for more fire coming from the far left. 


Continue down the ramp, and open the door to 
your right, but don't advance. 
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Use your standard issue 
gun for wasting Vermin and 
blasting gates. You need all 
of the L.E.D. ammo you can 
muster for the enemies 


to come. 


The canal is protected by L.E.D. laser turrets, so swimming is not recommended. Enter the duct 
| opposite the infostation, and follow the path up and down through the ducts, all the way to the 
| end, shooting Vermin as you go. You also find two survivors and Cash Cards along the way, 
l 
| 
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before reaching a small room with a single door. 


Exit through the door and 
my | kill the L.E.D. outside. 

Grab the laser turret to 
your right and take out 
the attacking L.E.D.s. You 
can neutralize all of them 
except the one firing the 
laser turret on the canal's 
other side. This is unfor- 
tunate because there is a 
line of cases along the 
same wall, containing 
L.E.D. ammo. 


If you move quickly, you 
can leap over the laser 
turret and run across the 
bridge to the other side. 
You might take a hit or 
two, but once you reach 
the protection of the wall, 
the L.E.D.s around the 
corner stop firing. Gather 
the ammo in the first two 
cases, but don't open the 
third one—it contains an 
explosive charge. 


Race to the airlock at the canal's end and 
continue outside to the bridge, which leads to 
the Main Cistern. L.E.D. ships destroy the 
catwalks on both sides, but you can still get 
across by climbing up on the center beam (you 
can step up at the beginning of the bridge; don't 
go too far or you'll be unable to jump to the 
beam). Watch for two L.E.D.s as you approach 
the end of the bridge. 


Go through the airlock and enter the canal 
Station, where you come under heavy fire. Use 
the crates for cover, and eliminate the L.E.D.s 
before jumping into the water. Swim to the end 
of the canal, then continue over the waterfall 
into the Main Cistern. 


CHRYSE CANAL COMPLEX 


Swim across the cistern, and wade through a shallow channel of water toward a pile of rocks. Equip 
E.Z. with Bioscan, approach the rocks, and press 4 to summon the Old Soul. 


im 


E.Z. receives instructions 
from the Old Soul to divert 
the water at Pumping 
Station #2 and remove all 
obstacles. But you need 
more information. Climb 
to the infostation on the 
left to receive specific 
instructions and three 
new maps. 
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Access the infostation and let IRIS clear a path. Walk around the boxes and exit through the left- Proceed across a short catwalk to the Control 
hand door. Room and start firing as soon as the door opens, 
or the invisible Technician will turn E.Z. to toast. 


It's time to enter IRIS World again. As in all forays 
to IRIS' inner sanctum, you must find a Signal Bit, 
then transport it to the Output Terminal. Unlike 


If you don't hit the L.E.D. quickly, stand in one 
spot and turn completely around as you fire. 
Eventually, you'll hit your target. 


in the first world, you can accomplish this 
without losing the Signal Bit along the way, but 
only if you adhere to the following instructions. 
If you miss a step and lose the Signal Bit, don't 
flip any switches until you get it back. When you 
resume control of the Signal Bit, avoid all Logic 
Gates and carry the Signal Bit to the Output 
Terminal. 
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Speed in the IRIS Worlds 
stays the same as the 
game progresses. Look 
down the track at the 
spinning electrical spikes, 
LACUS MI MEME rip SWITCH #1 BACK TO 
spike is not vertical to the voip THE LOGIC GATE 
ball when you pass 
through the hazard. 


7 í va 
FLIP SWITCH #2 TO AVOID 
THE LOGIC GATE. 


AS THE GAME BEGINS, 

FLIP THE FIRST SWITCH 

TO ACQUIRE THE 
SIGNAL BIT. 
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V) ono EM GO THROUGH THE 
EMI OUTPUT TERMINAL 
EE TO WIN THE GAME ^ NN 
| AND DIVERT THE ‘ ite T 
WATER OUT OF - "m 
CANAL #2 TO | 4 
CANAL #3. 


FLIP SWITCH #3 TO 
AVOID THE LOGIC GATE. 


The L.E.D. attack is ferocious 
here, so use the crates for 
cover. Crouch to present 

even less of a target. 


; Return to the Storage Room and use E.Z.'s Torque Wrench to remove the wall panel. Flip the 
| switch to open the door, and retrieve the Grapple Hand from the red box on the table. 


Go back to the Storage Room and look for a ceiling latch directly overhead. Use the Grapple Hand to 
hoist E.Z. up and over the railing to the second floor. Switch immediately to a weapon and return 
fire at the attacking L.E.D.s (including a Technician). 


Collect the First Aid Kit and Cash Card, then activate the Chickenbot by inserting IRIS in the control 
slot. While controlling the Chickenbot, 2o through the door, across the short catwalk, and through 
another door. Take the ramp all the way up to the L.E.D. force field. 


pee 
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; Disable one of the force field power grids (on Return to the room where the Chickenbot disabled the force field, and clear out the L.E.D.s and 
; either wall). Return the Chickenbot to the Vermin. Retrieve the Stage 3 Reaper from the case at the top of the ramp. 

| Storage Room, switch control back to E.Z., and 

-| retrieve IRIS. 


If you're unable to make the 
Grapple Hand connection [or 
any similar connection in 
the game), step back from 
the target and try again. 


Exit through the door, turn left, and climb onto the broken elevator in the far left-hand corner of 
the room. Use the Grapple Hand to hoist E.Z. to the next floor, then stop at the infostation long 
enough for IRIS to unlock the door. 


p 


4 Go up the ramp and through the door to reach the lobby of the monorail station. Step onto the After taking out the L.E.D., 


platform, turn right, and walk to the end to rescue another survivor. Follow the tunnel in the watch out for two bombs 
opposite direction until you reach a broken section of track. Equip E.Z. with the Grapple Hand, lock attached to the ceiling. When 
on to the ceiling target, and swing across the gap. Use your handgun to kill the lone L.E.D. in the you hear the warning siren, run 
track, saving your Stage 3 Reaper ammo for more challenging foes. the other way to avoid the 

| explosions. 


As you approach a right-hand bend, look for an Walk to the end of the platform and collect the Double L.E.D. ammo (for your new Stage 3 
L.E.D. on the other side. Actually, several more Reaper). Go through the lobby area and into the next room, where you find Vermin, a survivor, 
L.E.D.s are waiting around the corner. Keep and a Cash Card. 

firing and take them out as they round the 

corner and come into view. 


Continue down the hallway and through the Use the Grapple Hand to swing across the opening in the floor to the ledge in front of the open 
hatch to reach the Mini-Cistern. Walk around to Sluice gate. Climb up and over into the empty canal, and use the Grapple Hand again to reach the 
the left and use the switch on the control panel upper level. Stop at the infostation if you need to review your objectives. 


to raise the sluice gate. 


STAGE 3 REAPER 


Step onto the right-hand catwalk. You come 
under heavy fire, but with your Stage 3 Reaper, 
you can take out most of the L.E.D.s from long 
range. A final rush attack, weaving back and 
forth between the crates, should take out the 
remaining L.E.D.s on the right side without 
causing you too much damage. 


Cross to the left side 

and advance toward the 
end of the hatch, taking 
out the surviving L.E.D.s 
hiding behind the 
makeshift barrier. 


PRIMAGAMES.COM 


Gather the Single and Double L.E.D. ammo to the 
left of the hatch, but be careful of the explosive 
charge in one of the boxes. You find a Cash Card 
in a box opposite the hatch. Take a short side 
trip through the duct to your right to collect a 
survivor. 


XA Upon entering the pumping station, E.Z. comes 
under immediate attack from L.E.D.s (including 
a Technician), Vermin, and a timed explosive 
(located on the left-hand catwalk). 
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If you have a grenade, heave it 
over the railing to reduce the 
number of L€.0.s below before 
you climb down the ladder. 
However, a Technician is likely 
to avoid the blast, so be 
prepared for an immediate attack 
when you step off the ladder. 
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Go through the airlock, and jump onto the duct 
that runs through the center of the cave. Watch 
out for a ceiling bomb (remember the siren?). 
There are several L.E.D. guards on the far 
catwalk, but you can take out most of them 
before advancing along the duct. 


As you approach the airlock, look for a short 
platform extending from the duct's left side. 
Step onto the platform and jump to the catwalk. 
Continue through the airlock to reach Pumping 
Station #2. 


Go straight ahead through the door and into the garage. Use 1st-person view to set up an accurate 
shot at the L.E.D. on the bottom floor. Continue along the right-hand wall, but watch out for 
surviving L.E.D.s below. Collect the Cash Card at the end of the path, then climb down the ladder. 


After searching the room for Cash Cards and Junk, use E.Z.'s Torque Wrench to open the red-and- 
white panel just to the left of the malfunctioning switch near the front of the room. Flip the switch 
to elevate the Rover. 


Climb back up the ladder, re-enter the pumping 
station, and go up the short set of stairs on the 
right. Open the door and fire immediately at the 
Technician that appears briefly near the info- 
station. Access the infostation, where E.Z. asks 
IRIS to open the airlock. After enduring a 
psychological review, grab your pressure suit 
and exit the airlock to the awaiting Rover. 


Take control of the Rover and follow the canyon 

path, avoiding fire from the L.E.D. ships while t^ 
running over any L.E.D.s foolish enough to stand 

in your way. The Rover offers some protection 

from the air attacks, but it is not indestructible, 

so don't stay in one place for very long. 


Keep moving until you reach a dead end, marked by a lone Oxygen Bottle station. Exit the Rover, z " , K 
activate Bioscan, and walk back through the canyon along the right-hand wall until you reach a 
ledge. Climb up and continue to the Old Souls cave on the right. 


Once inside the cave, the second Old Soul A 
awakens and tells a story about E.Z.'s Ni 
grandfather, who died many years ago on m 
Mars. After explaining what to do next, e 

the Old Soul offers E.Z. a Blinding Stone. 


While in a Em. the : 


 Taseris not available for — 
stunning an LED. Instead, — 
use the Blinding Stone to get 
up close and personal with | 


an LED.. and then esta : 


As you exit the cave, a horde of L.E.D.s launches a torrid attack. Use the Blinding Stone so that you 
can move unseen to the left side of the cave for cover, and shoot the L.E.D.s from long range. After 
thinning the enemy ranks, rush toward the airlock and kill any stragglers. Collect the Single and 
Double L.E.D. ammo and enter the airlock. 


This can be a lengthy battle, 

so check your Oxygen level. If | 
necessary, retreat back into — 
the cave to switch bottles. 


Exit the airlock into the outer chamber of Pumping Station #3. Collect the Cash Card from the box 
on the wall and continue through the door. Rescue a survivor, then jump into the canal, where the 
water carries E.Z. into the Main Cistern. 


Swim to the rock pile at the other side of the cistern and summon the first Old Soul. After telling 
E.Z. to find his erandfather, the Old Soul disappears, and the rock pile crumbles, revealing a twisting 
canal. E.Z. floats out of the cistern and into the next level. 


htt Hock Township 


E.Z. begins in a farm, 
surrounded by tall 
plants—and loads of 
L.E.D.s that are not 
happy to see him. Run 
back and forth, using 
the plants for cover, 
and pick off the 
L.E.D.s in the 
immediate area. 


iri plenty of ammo maneuvering through the 
nd around the catwalks [see following 
S). While facing the waterfall, you find ~ 


u ms LED. ammo cases in the far right _ 


BU ri location, so be RUN to run if you - 
i bomb. 


TAS KS 


Proceed to National Park 
Proceed to ranch enit 
find Memory Module 
in HVAC Workshop 
Talk to IRIS 
Proceed to Medical Clinic 
Proceed to Teen 
a OUS find Personality Module 
in clinic 
Talk to IRIS 


Continue to colomj computer 
Find tool in computer annes 


Install computer parts 
Get arm power-up 

Talli to IRIS 
Repair outer door 

Proceed to mausoleum 
Proceed to Supply Depot 


Talli to IRIS 


find Power Supply in container 
As you eliminate the L.E.D.s, move along 


the right wall, using two ladders to reach 
the lower level at the end of the room. 


Proceed to spaceport hangar 
Return to colony computer 
Defeat armored vehicle 


Talk to IRIS 
Use shuttle to defeat 
—À unit 


p 
T 
1 
i 
N 
p 


UE. 


- 
NA uw RN. LM 
v EAD SO IE 


Prima's Official Strategy Guid 


Your goal is to reach the elevator at the center of the back wall, but you receive heavy fire from the catwalk to avoid taking 
the room's left side, where a teleporter spews out a steady stream of L.E.D.s. Wipe out the first unnecessary damage while 
wave of attackers, then drop a piece of Junk in the teleporter to eliminate the threat. If you are going up on the exposed 
low on supplies and flush with cash, stop at the Minimart in the right-hand corner before elevator. 

advancing to the elevator. 


Step on the elevator and take it up to the next 

level. Exit left and follow the catwalk until you 

reach a break in the railing, just below a 

Gut. suspended platform. There's hostile fire at once 

I» from the room's other side, so climb up to the 
platform quickly, then immediately run and 
jump to the next one. 


Expect heavy fire from the Red Rock Ranch 
water tower, where another teleporter keeps 
the L.E.D.s coming. Return fire and jump in the 
same direction to the third platform. From here, 
turn left and jump to another platform, taking 
you back toward the water tower. 


Turn left again and leap to the adjacent 
platform. As you get closer to the water tower, 
the enemy fire becomes more intense and much 
more accurate, so watch E.Z.'s health. From 
here, take a running jump to the water tower, UL 
and come up firing because the teleporter is just 3 B5 
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Run to your left around the catwalk, take out After destroying the teleporter, jump through the break in the railing to the platform on the left. 
the L.E.D., and quickly destroy the teleporter. Jump across to the next platform, bringing you closer to the balcony. Although it looks close 
enough to reach, don't jump from here, or E.Z. will plummet into the pond below. 
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Leap to the next platform, then jump down to the 
balcony. Talk to IRIS to receive a map and your 
next objective. Follow the catwalk into the circular 
elevator and take it up to the mall entrance. 
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Continue into the mall and return fire as the L.E.D.s attack. Pick up a piece of Junk near the 
pile of boxes on the left, then continue through the hatch. Follow the corridor, but look out for 
more L.E.D.s. Use the pillars for cover. 
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Watch out for three ceiling bombs. These nasty 
fellows not only drop, but they follow you along 
the ground, so run quickly to clear the area 
before the boom. 


When you reach the corridor's end, continue 
around the right-hand corner to find Boris. E.Z. 
tells Boris about his grandfather, and although 
the old coot would rather be left alone, he 
agrees to lead E.Z. to the colony computer. Don't 
hang around when Boris takes off, or you'll lose 
your way. 


-Follow Boris through the hatch, then drop 
through the opening in the floor. Continue down 
the ladder and run down the hallway. You see 
Boris waving frantically for you to catch up. 


Go through the hatch (it closes after Boris runs left) and continue down the ladder. Move from one 
side to the other to avoid the steam pipes. 
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When you reach a point with steam pipes on 
either side, equip E.Z. with his Grapple Hand and 
look for an attachment point on the right side of , 
the ceiling. Hoist E.Z. up and over the steam. 
Continue up the ladder and into the cage ahead 
and to the right. 
As you round the corner, you see Boris on the lift. He , 
takes off before you arrive, but you can summon the | 
platform and resume the chase. Step off the elevator d 
and follow the waving Boris through the corridor. | 
QO V 
$ 9 by, f, 
After the elevator leaves, drop P 
down into the shaft and crawl . 


through a duct to find a survivor. 


When you reach the corridor's T-intersection, go through the right-hand door (the left one is for Go through a short passageway and turn right, 
officers only). Follow Boris through the hallway and turn left, past a circular sofa. where you find Boris waiting in front of the 


hatch leading to Athena, the colony computer. 
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Enter the computer room and follow the Go back up the catwalk and exit through the After a short journey through the duct, drop 
catwalk around until you see an infostation. door directly opposite the entrance to the into the next room. Collect a stun grenade from 
Shoot the L.E.D. and say hello to IRIS. There is a computer room. Continue through the left-hand the case on the floor, and open the red box on 
lengthy delay as IRIS seems to be struggling with door into a small room. From the room's center, the table to acquire another arm upgrade for 


the computer. She finally comes online and look for a duct near the ceiling and to the left of ^E.Z.—the Taser. Go through the door, then 
gives E.Z. three new tasks and corresponding the door. Shoot the duct gate, climb onto the another door on your left to return to the 
maps, all related to getting Athena back to boxes, and climb into the duct. computer room. 


operating condition. 
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Power Supply (On 
Stack of Crates] 


Use the Torque 
Wrench to open the 
red-and-white striped 
box on the wall near 
the hatch, then use 
the Taser to short 
circuit the lock and 
open the door. 


Go through the door (switch from the Taser to a 
weapon) and fry the approaching L.E.D.s. Hug 
the right-hand wall and continue past the 
advertising kiosk in the center to reach the 
Chickenbot. 


Use IRIS to activate the Chickenbot, and guide 
the little Servobot past the red glowing center 
console and down the hallway. As you 
approach the corridor's end, look to the left to 
find a half-open door, just left of the Butane 
Storage Room sign. 


Go all the way around the yellow display cases 
and under a collapsed duct to reach a ramp. 
Follow the ramp, drop onto the yellow cases, and 
continue up the duct—eventually reaching the 
Butane Storage Room, where you find a survivor 
and a collection of Butane Tanks. Use the 
Chickenbot to flip the switch and unlock the door. 


O GNU 


The Chickenbot can also grab 
and carry one Small Butane 
Tank. EZ. can then collect the 
tank from the Chickenbot. 


Switch control back to E.Z. and enter the 
Butane Storage Room. Collect all of the Butane 
Tanks, then return to the mall. Stop at the 
center console and use the switch to open the 
floor hatch. 


Drop through the hatch and follow the path to 
reach a large, red gas tank. Place one of the 
Butane Tanks alongside the red tank, then 
retreat through the tunnel. From a safe 
distance, target the Butane Tank with your 
weapon to trigger a massive explosion that 
conveniently destroys the L.E.D. turret 
operator above. 


When the dust settles, climb up through the 
rubble and claim your rewards, including Double 
L.E.D. ammo and several pieces of Junk. Open 
the door and enter the Supply Depot, where you 
have a chance to burn off some of that newly 
acquired ammo. 


ET ae ni open the 
Eua directly behind the 
 turret, and another one to - 

the right, to collect ee 
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Step off the left platform and target the L.E.D. laser turret firing from an alcove on the room's other Rentals: an enplosive. | 
side. Your shots hit a gas tank, igniting the area and destroying the turret gunner. Quickly race TEN 
around the catwalk and take over the turret, blasting the L.E.D.s as they respond from various 
corners of the room. 


You can destroy most, but not all, of the L.E.D.s 
with the turret. Jump on the boxes to reach the 
lower floor, and finish off the remaining L.E.D.s. 
When the room is clear, rescue the survivor 
trapped inside the large pile of crates. You can 
reach the survivor by dropping from above or 
rolling through an opening near the #3 sign on 
the wall. 


Note the cargo handler near the elevator 
platform (between wall columns numbered 2 
and 3). You'll need to use this equipment to 
reach the Power Supply, but unfortunately it 
isn't working. Equip E.Z. with the Grapple Arm 
and climb up on the pile of boxes adjacent to 
the cargo handler. 
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Turn around and look for a ceiling point above a < 
high catwalk and door. Hoist up to the small 
catwalk, enter the storage room, and drop down ‘ 
through the opening in the floor. 
Save the survivor in the cage to your right, and 
then walk over to the control panel on the wall. 
Los 


Activate the cargo handler, and then use the 
Grapple Arm to go back up through the hole in 
the ceiling. 


Insert IRIS into the cargo handler, and use the 
arm to lift a white box from the top of the pile. 
Pivot the arm to the right and drop the white 
box on the stack. 


Climb onto the yellow boxes across from the now-exposed red-and-white case. Leap across to the 
other stack and open the case to collect the Power Supply. Don't forget to retrieve IRIS from the 
cargo handler before leaving the room. 


Use E.Z.'s Grapple Hand to hoist back to the catwalk near the door. Exit the Supply Depot, take over 
the laser turret, and mow down the onrushing L.E.D.s. Proceed to the center console, turn left, and 
continue to the computer room. 


Install the Power Supply in the module just right 
of the infostation. With power restored, ask IRIS 
to open the next door to the left (opposite the 
infostation). Get ready for a Vermin onslaught 
when you walk through the door. 


Shoot the gate to gain access to the duct, then 
follow the path to another Vermin-infested 
storage room. Open the door, but don't run 
immediately into the cafeteria (you hear the 
bomb sirens). After the explosion, pilfer the 
register for a Cash Card. 


Open the door to the mall, and follow the path 
around to the right. Watch out for a sudden 
burst of L.E.D. fire as a door opens on the right. 
This is a nasty fight, so be careful to not get 
caught in a crossfire. Enter the boutique, collect 
a Cash Card, and exit through the door to a small 
storeroom. Follow the duct into another store, 
where you find a survivor and Cash Cards. 


If you'd rather not risk a head- 
to-head confrontation, make 
your way to the Plasma Cannon . 
on the upper floor. Take out the 
. gunner, and then turn the 
cannon on the remaining L.E.D.s 
upstairs and down. Pay special 
attention to the Class 4 L.E.D. e 
Officer on the lower level (the 
one with fins on his head]. 


Retrace your steps back to the mall. You can't reach the elevator from this level, so jump to the 
lower floor, where you encounter three more L.E.D.s, including a Heavy Warrior. 


Go through the entrance to Red Rock Park, and Take the elevator down to the park entrance and get ready for more action. An L.E.D. guard greets 
use E.Z.'s Torque Wrench to remove the red-and- yOu as you follow the walkway to the right to reach the lower pool level. Your objective is to find a 
white striped wall panel. Switch to the Taserand Memory Module in the HVAC Workshop, located behind the last waterfall (pictured in the second 
blast the wiring to open the door and allow screen here). 

access to the elevator. 


A Minimart in the center of 
the park provides a source 
for supplies, but it is well 
guarded. Approach with care, 
and use the large boulders 
and trees for cover. Destroy 
the teleporter near the 
Minimart before you make 
your purchases, or you will 
be vulnerable to numerous 
attacks while shopping. 


As you explore the 
center of the grounds, 
you receive fire from 
catwalks and hillsides. 
You can move more 
freely along the edges 
of the park, where you 
find a survivor trapped 
in an alcove below a 
destroyed catwalk. 
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Grapple your way up to the catwalk in the trees, 
where you'll find a Stage 4 Eradicator. This is 
the most powerful hand weapon in E.Z.'s 
arsenal, and although it requires a recharge 
after every shot, one hit takes out most 
enemies. Use your elevated vantage point to 
take out the remaining L.E.D.s below, before 
dropping back down to the ground. 


-— e 


Go through the archway and look for a grass- Jump into the water and swim to the ladder on the right. Climb over the railing, and stop at the 
covered ledge near the pool ladder. Climb onto infostation if you need to review your objectives. 

the ledge and jump across the rocks toward the 

waterfall. Continue along the wall until you 

reach the pool at the waterfall's base. 


Follow the path toward the stacked crates, pausing Avoid the opening in the wall, which contains a powerful force field. Instead, jump over the railing and 
just long enough to try out your new Eradicator. follow the dirt path to the right. Climb onto the platform and follow the catwalk to the HVAC Workshop. 


Enter the workshop, collect the First Aid Kit, and remove the Memory Module from the red-and- Go back along the catwalk until you reach a 
white striped panel. Open the workshop door and wipe out the L.E.D. welcoming party before ladder door, which was opened when you yanked 
stepping onto the path. the Memory Module. Climb up the ladder, and 


take the elevator to the casino. Stop at the info- 
station and have IRIS unlock the door. 
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Get ready for heavy resistance as you fight Open the tan door across and to the right of the bar, enter the mall, and eliminate the L.E.D.s. 
through the casino. Proceed toward the Medical Clinic on the left side, just past the kiosk. 


Enter the clinic and use the Torque Wrench to install the Personality Module to the left of the infostation, and place the Memory Module around 


remove the panel just left of the infostation. the corner on the wall behind the infostation. Go back to IRIS and check on Athena. It seems there is 
Use the Taser to fry the circuits, and opena one more, very tricky step before you can restore the computer. You must go back into IRIS World 
drawer on the wall, just around the corner. and restore the connection to the security system. The following sidebar shows you the way. 


Collect the Personality Module, go through the 
door, and follow the duct to get back to the 
computer room. 


LEAVE SWITCH #1 
ALONE, AND FLIP 

SWITCH #2. CONTINUE 
ALONG THE PATH TO 
ACQUIRE THE SIGNAL BIT. 


FLIP SWITCH #3 TO 
AVOID THE LOGIC 


SWITCH #1 TO AVOID 
THE LOGIC GATE. 


FLIP SWITCH 
#2 BACK TO 
REACH THE 


Watch out for the rotating 

double-spiked electrical 
hazards. The triple-spiked P m. 
hazards are even tighter, but BÀN FSS OUTPUT 
they are stationary, so you can "ul -< m| TERMINAL. 
plan your roll well in advance. | 
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After Athena completes her system checks, the 
newly restored computer opens the mausoleum 
door. Proceed down the ramp into a small room. 
Access IRIS to view a video journal entry from 
E.Z.'s grandfather, and download the final map. 
IRIS also notices an L.E.D. ship in the vicinity. For 
now, proceed into the mausoleum and walk 
through the chapel to the exit door. 


Check E.Z.'s health and 
. ammo because you 
must fight your way 
through the back 
streets of Red Rock to 
reach the hangar. This 
is one tough battle, 
and it begins the 
moment you open the 
chapel door. It's a 
good idea to retreat 
into the chapel and 
use the benches for 
cover while you pick 
off the L.E.D.s that 
follow you inside. 
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Gather all the ammo you can find 
because you need every shot 
against the upcoming boss. Don't 
forget the Cash Cards on the wall. 
Before entering the hangar, stop at 
the Minimart and max out your 
health power-up inventories. 


When you go back outside, use the barrels and crates for cover as you weave down the hallway. 
Finish off the last L.E.D.s and head to the Red Rock Hangar door. 


Go through the airlock and don your pressure suit on the way to the hangar. As you enter the 
hangar, an L.E.D. ship drops into view. Run straight ahead, place IRIS into the shuttle handler 


controls, and move the shuttle to the end of the track. 


Switch back to E.Z., run back and forth between 
the catwalks, and fire a few shots into the ship. 
This seems easy, but as you soon see, the L.E.D. 
is actually morphine into the first of four stages. 


The first stage is an L.E.D. Assault Vehicle that is In stage two, the L.E.D. vehicle adds another segment, becoming slower but more powerful. You can 
more powerful, faster, and smaller than its elude the ship's blasts by rolling away, moving back and forth along the catwalks, and using the 


original form. It bounces quickly, side to side and stacked crates on the right side for cover. 


up and down, presenting a very elusive target. 
Be careful not to burn too much ammo early in 
the fight, especially when the vehicle moves out 
of E.Z.'s range to the corner of the hangar. 


In the fourth and final stage, the L.E.D. is 
absolutely invincible against all of E.Z.'s 
weapons, and its plasma beam is deadly if it hits 
E.Z. for even a brief moment. Fortunately, the 
L.E.D. boss remains at the far end of the hangar 
for the duration of the battle. With the shuttle 
already at the end of the track, you must switch 
control to IRIS and pivot the shuttle around. 
When the shuttle is in position, the boss ship 
eventually collides with it, triggering a massive 
explosion. However, you still must survive long 
enough for this to happen, so don't hang around 
out in the open. 


Stage three adds yet another piece of hardware to 
the L.E.D. The new ship is even slower, but its 
punch is much more devastating. E.Z. simply 
cannot absorb too many hits at this stage, so keep 
him away from the line of fire as much as possible. 
The nose of the shuttle provides excellent cover 
when firing from the right catwalk. 


With the battle over, return to IRIS for a 
message from Cimmeria Rajan. She tells E.Z. 
that there's another blip on the L.E.D. Old Soul 
detector. E.Z. boards a blimp for a short trip to 
the colony's fusion reactor. The ship goes 
down under heavy L.E.D. fire, but E.Z. survives, 
geared up and ready for Level 6: Xanthe Terra 
Power & Light. 


TASKS 


Talk to IRIS 
locate Repairbot 


Get arm power-up 


Cut panel to reach 
fusion reactor 


Use Repairhot to vent 
radioactive gas 


Proceed to top of 
reactor vessel 


Talh to IRIS 


Proceed to electrical 
control room 


Switch off power 


Proceed to plant exterior 


Find jet pack 


Proceed to power plant roof 


Proceed to rover 


Drive to cave 


find and enter cave 


Go through the 
airlock and take the 
elevator to the 
bottom level. Shoot 
the Vermin hanging 
around the door, then 
continue down the 
hallway and through 
the next hatch. 


Awaken Old Soul 


Use Hiding Stone to 
reach elevator 


Proceed to _ 
communications hut 


Talh to IRIS 
find R.F. Feed Unit 
Install R.F. feed Unit 


Talh to IRIS 


find enemy device 


SANTHE TERRA POWER X LIGHT 


Blast the L.E.D. behind the 
security desk, then stop at 
the infostation for an 
update. IRIS uploads three 
new maps and their 
related objectives. You 
must find a Repairbot to 
assist E.Z. in venting 
deadly radioactive gas and 
repairing the electrical 
subsystem. But first, an 
arm upgrade is in order. 


Power Switch 
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Go through the hatch to reach the main power 
plant room. This place is crawling with L.E.D.s on 
the catwalks and below. Clear the area near the 
hatch, then target a red fuel tank positioned 
under a large, yellow tank on the lower level. 
The resulting explosion takes out an L.E.D. or 
two and collapses the catwalk, creating a ramp 
to the lower level. 


Go down the ramp and look for a door to the 
left of the large, yellow tank. Clear out the 
remaining L.E.D.s as you move to the door of 
the Maintenance Room. Take out the single 
L.E.D. guard inside the room. 


Collect the power-ups (Junk, Butane Tank) and 
look for a survivor behind the stack of boxes. 
Open the red box on the table to find the Plasma 
Cutter, a powerful new arm upgrade for E.Z. 


Exit the Maintenance Room and go across the main power plant to the Control Center. Take out a 
lone L.E.D. guard waiting around the corner to the right, then collect a survivor in the opposite 
corner of the room. 
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Go back to the center of the room near a broken P 
ladder, and look up to find a erapple point on 
the ceiling. Use E.Z.'s Grapple Hand to hoist up to - 
the next floor, where you find another survivor 
and Cash Card power-ups. 

Activate the Repairbot and drive it down the ramp 

to the main power plant's lower level. Drive to the 

room's opposite end and open the orange double 

doors leading to another power plant room. em 


Fortunately, you are controlling the Repairbot 
rather than E.Z., or the L.E.D. laser turret would cut 
you to shreds. 


Drive the Repairbot into the room and position it in 
front of the laser turret. Switch control to E.Z. and L.E.D.s attacking E.Z. in the center of the room. When the L.E.D.s stop coming, move left and lob a 
go back into the main power plant room. Scour the ^ grenade in the vicinity of the turret. You'll probably take a few hits, but you'll also most likely take 
ground for valuable ammo power-ups, check your out four or five L.E.D.s with one blast. 

health and weapon, and step into the room where 
you left the Repairbot. The laser turret opens fire, 
but the Repairbot is in the way, so you're protected 
as long as you don't stray too far to either side). 


One more rush around the left side should take out 
the survivors. Take over the laser turret and train 
the gun on the orange double doors, where 
another wave of L.E.D.s bursts into the room. 
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When the room is 
finally clear, gather 
the power-ups and 
equip E.Z. with the 
Plasma Cutter. Use it 
to cut the red outline 
on the wall next to 
the infostation. 


You may need to move 
the Repairbot to give E.Z. 
a clear shot at the 
remaining L.E.D.s. Drive 
the little tank straight at 
the L.E.D.s, then jump 
back to E.Z. and finish 
the job. 


After completing the opening in the wall, send 

the Repairbot into the room and open the heavy 

door. Enter the reactor room, then close the 

" | mz door behind the Repairbot (if you forget to close 

az 7 PE g E | | | ; y f^ the door, you can't vent the gas from the room). 
gf , Drive the Repairbot to the computer console 

and activate the switch to vent the deadly gas 
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Switch back to E.Z., enter the reactor room, and 

2 retrieve IRIS from the Repairbot. Take the elevator 
up to the middle section of the reactor. Go left 
around the catwalk to the small infostation. Insert 
IRIS to take over control of the service crane. 


Swing the crane arm right, pick up a box, and Switch control back to E.Z., retrieve IRIS from the crane module, and climb up to the red-and-white 
swing back left (it stops in front of the elevator). X striped ledge at the top of the elevator cage. Turn around and face the hanging box, equip E.Z. with 
Don't release the box. Just make sure the box is the Grapple Hand, and shoot up to the ceiling target, hoisting E.Z. to the box's top. 

positioned in front of the elevator. 
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Jump to the catwalk, cross to the other side of 
the reactor, and leap to the red-and-white 
striped ledge. 

Cow 


Turn around and leap back toward the crane, this time grabbing a red-and-white striped ledge If you forget to retrieve IRIS from the crane station, 
that takes E.Z. to the top of the reactor. Climb to the bridge and walk across to an infostation you can't access the infostation. Not to worry—it's a 
and a low door. quick trip back down the reactor. Ask IRIS to open 


the door, and continue down the shaft, pausing at 
the base of the ladder to collect two survivors. 


After saving the survivors, — 
drop carefully—on the same 
side of the shaft as the — 
ladder—to reach a narrow 
ledge. If you step off on any — — 
other side, €Z. will plunge all — 


sustaining serious injuries. e 


Continue down one more ladder to reach a small control room. Flip the switch to the left of the 
infostation to shut down the electricity. When the sparks stop flying, continue into the next room. 
This is the same room where you knocked out the laser turret gunner, but the area was filled with 
arcing electrical currents at the time. Collect a Health Kit to the left, and use E.Z.'s Torque Wrench 
on the wall panel to the left of the orange doors. 


After removing the wall panel, use the Taser to 
zap the circuits and unlock the orange doors. 
Check your ammo and health before entering 
the turbine room because this area is teeming 
with L.E.D.s. Use the turbines for cover against 
the L.E.D.s on the lower level, but watch out for 
fire from the catwalks above. Grab the power- 
ups on the ground floor, then climb the ladder 
to the catwalk, where you find L.E.D.s in the 
corners. 
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After clearing the room, get ready for a much 
tougher challenge. An L.E.D. death squad is waiting 
behind the small, brown door, including one L.E.D. 
with a nasty plasma gun. Do not fight in the open 
or you'll be fried. Run away from the door and 
around the corner. A group of L.E.D.s hangs 
around the door, where they are susceptible to a 
grenade. This maneuver must be quick and precise 
because E.Z. comes under heavy fire. A well-placed 
grenade should destroy all of the L.E.D.s except, of 
course, the one with the big gun. 


Keep running and rolling away from the L.E.D. 
until you reach a corner of the room near the 
large stack of boxes. Inch around the corner 
until you have a shot, then pour it on. The L.E.D. 
doesn't come around the corner, and you can 
destroy it with several direct hits. After taking 
out the big guy, proceed through the small, 
brown door where the L.E.D.s were waiting. 
Collect the much-needed power-ups, buy 
supplies at the Minimart, and save a survivor. 


onto the roof of the building. Drop through the hole in the roof, check the room for power-ups, and 
step into the jet pack hanging on the wall. 


Use the jet pack to fly out of the room and back to the roof. Jet to the roof of the airlock entrance, 
£ then continue across the top of the building. Climb up the ledge and go under the two red pipes. 
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Continue in a straight line, under more pipes, 
until you reach a set of gray pipes covered by a 
metal screen. Turn left and jump to the top layer 
of light gray pipes. 


annii 


Now it gets a little tricky. Time your next jump 
around the bursts of electricity to reach the dark 
gray ledge between the two groups of electrical 
terminals. From here, time your next jet jump to 
reach one of the ledges (either side is fine) near 
the row of red-tipped pipes. 


It is too far to reach the red- 
tipped pipes in one jump. 
Time your jump to land on the 
white platform between the 
terminals. Vou can't be 
shocked in the middle of the 
terminals. At the next 
electrical pause, jump jet 
to one of the ledges near ———————— 
the pipes. From the ledge on either side, drop in front of the tall pipes, crouch, and continue under more 
pipes until you reach a rock facing on the right. 


Jet pack up three ledges, then jump across to the top of the dome. Leap to the roof (look for the L.E.D. ships are bombine the buildings, so don't 

broken railing), and quickly gather the Oxygen Bottles. stand around for too long. From here, your goal is 
the rooftop with two large, blue pillars. Jump 
down to a blue-tiled area, then continue to the 

right ledge (near a tall, blue pipe and three pillars). 
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To reach the next rooftop, you must position E.Z. close to the red pipe. From here, leap and jet Continue toward the two blue pillars, but get 
diagonally toward the rooftop. ready for heavy fire. 


Two teleporters spit out a steady stream of 
L.E.D.s, so you must defeat the first wave and 
quickly destroy the teleporters. Jump out to 
draw fire, then hide behind the wall. Toss a 
grenade to wipe out three or four L.E.D.s at once. 
Run immediately to the teleporters and fill them 
with Junk. 


Continue across the walkway and leap to the rock 
ledge on the right. Jump from ledge to ledge, 
then drop down. As you move alongside the rock 
facing on the left, the bridge ahead is destroyed 
by L.E.D. fire. 


Before entering the Rover, turn 
left and look behind the rock 
wall for a survivor and another 

Oxygen Bottle. You can't have 
enough Oxygen for this 
segment of the level. 


Crouch behind the smooth, black rock and pick off the L.E.D.s standing between you and the Rover. 
When the area is clear, collect the Oxygen Bottles and hop into the Rover. 
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Get a running start in the Rover and vault across the broken bridge span. Stay right and follow the You use several ramps to make it over breaks in 
path to reach the Pump Farm. the path, so keep your speed up. 


The path takes you back to the building with the 
hole in the roof—where you found the jet pack— 
but this is not your destination. Keep driving, 
between the building and the airlock, to reach 
another ramp. The path goes down through a 
gully and back up again, where you must mow 
down a squad of L.E.D.s. 


Continue driving up and over hills and ramps, 
crushing L.E.D.s as you go, until you reach the 
Pump Farm. 


Run between the pumps and buildings, blasting the L.E.D.s. After collecting the power-ups, equip 
E.Z. with Bioscan and walk toward the hillside, where you see an Old Souls' cave. 


A visit with the third Old Soul earns E.Z. the 
Blinding Stone, a magical weapon that enables 
you to advance past L.E.D. turrets and continue 
the level. Leave the cave and walk through the 
pumps, toward pump #7. Just beyond this pump, 
an L.E.D. turret rains fire down on E.Z. as he 
approaches. Attacking the turret is suicide, but 
the Blinding Stone evens the odds. 


If you failed to eliminate the 
laser turret gunner on your 
way to the elevator, toss a 

grenade from above, before 
you resume jumping from 
ledge to ledge. 
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the cave. 


There are power-ups on 
the ground as you walk 
toward the elevator, but 
remember, the Blinding 
Stone stops working 
when you initiate another 
action, such as collecting 
a power-up. Gather the 
ammo quickly, then 
reactivate the Blinding 
Stone as you approach 
the elevator. 


Follow the ledges as you head up the side of the mountain. 


Jump jet onto the Rover; from here, jump jet 
up to the ledge, and with Bioscan active, enter 


As the elevator 
climbs, L.E.D. ships 
destroy the shaft, 
bringing the platform 
to a sudden halt. 
Fortunately, the 
damaged support 
falls across the 
ravine, giving E.Z. a 
path to the ledge. 


COEF E 
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Jump up to the platform and continue down the path to reach the airlock. Continue through a short Chat with IRIS to learn more aedty your latest 

corridor, and go through another hatch to reach the Communications Hut. Watch out for an L.E.D. challenge. You must scavenge an R.F. Feed Unit 

Technician standing near the infostation. from antenna //5 outside. Continue through the 
airlock (watch out for Vermin in the hallway), and 
step out into the Interplanetary Antenna Farm. 


Gather the Oxygen 
Bottle (you need plenty 
of air to complete this 
objective) and take the 
elevator to the top. 
Jump across to the 
catwalk of antenna #1. 
Jump up to the black 
platform, and jet jump 
to the catwalk of 
antenna #2. Jump up 
to the upper (black) 
platform. 


RF Feed! Unit 
Se 


9 


(Iris Kiosk | 


L.E.D. ships keep a steady stream of fire directed atEZL | 
while he is on the antennas. It is best to move or crouch 
to avoid the fire, rather than stand and try to shoot 

down a ship. When the ships complete a pass, und have 
several seconds to make your next jump before the : 
attacks resume. 
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Prima’s Official Strategy Guide 


Leap across and down to antenna #3 (you are 
close enough to land directly on the black 
platform). Hop down to the catwalk and 
complete the jump to the catwalk of antenna #4. 


Only one more to go. Collect an Oxygen Bottle and a survivor on the black platform of antenna #4. — Jump through the rest of the antennas until you 

Jump across, under heavy fire, to the catwalk of antenna #5. Jump up to the black platform and return to Antenna #1 and install the R.F. Feed 

remove the R.F. Feed Unit. Unit. Return to the infostation in the communi- 
cations hut, and check with IRIS to see if 
everything is working. No such luck. The 
antenna still won't move, and you need to dive 
into IRIS World #4 to fix it. 


REMEMBER YOUR FIRST TRIP TO IRIS WORLD? WELL, THE GAME IS GETTING MUCH TOUGHER. THIS 
ENVIRONMENT CONTAINS THREE-PRONGED ELECTRICAL HAZARDS, AND YOU MUST PICK UP AND DROP THE 
SIGNAL TWICE BEFORE COMPLETING THE CONNECTION. HOWEVER, THERE ARE ALTERNATE PATHS, 


LEAVE THE FIRST SWITCH FLIP SWITCH #2 BACK 
AS IS, AND FLIP SWITCH TO CONTINUE ON THE 
#2 TO PICK UP THE MAIN CIRCUIT AND DROP 
SIGNAL BIT. THE SIGNAL BIT. 


FLIP SWITCH #1 FOR 7 

A QUICK RETURN. ~ DROP THE SIGNAL BIT 
REACQUIRE THE T] FOR THE SECOND TIME. 
SIGNAL BIT. 


IRIS WORLD canrinugn 


I DON'T FLIP SWITCH #3 
FOR A QUICK RETURN. 


GO THROUGH ELECTRICAL 
SPIKES CLEANLY (SPIKES 
POINTED OUT TO THE 
SIDES) TO AVOID HITS. 


After the connection is completed, the antenna 
moves, and E.Z. receives a transmission from 
command. During the airborne attacks, an L.E.D. 
key was ejected and landed on antenna #8. It's 
time to climb the antennas again. Repeat the path 
to the black platform on antenna #5, then jet jump 
to the catwalk on antenna #6. 


the catwalk of #9, then climb to the black platform. Wait for the antenna dish to turn, exposing the 
parachute and the attached L.E.D. device, then jump to the dish to retrieve the key. If E.Z.'s luck is 
holding up, this key will unlock the ship he discovered in Red Rock. On to Red Rock Sally Port Zulu. 


FLIP SWITCH #3 TO 


A, 


BEES WX REACH OUTPUT 


TERMINAL. 


GO THROUGH OUTPUT 
TERMINAL TO COMPLETE 
THE CONNECTION. 


TASKS 


* tnter colony and tall to IRIS 


Disable inner airlock door 


Wear suit to enter 
vacuum zone 


Talh to IRIS 


Proceed into vacuum node 
Talh to IRIS 
find large Butane Tanks 


Blast HVAC fan 


Proceed to colony exterior 
Proceed to next airlock 
Summon Old Soul 

fnter colony 

Proceed to pump room 
Defeat enemy officer 


Talh to IRIS 


Get arm power-up 
(Butane Tank Launcher] 


Blast counterweight to 
raise pool cover 


Proceed to Red Rock Park 
Proceed to tree catwalk 
Proceed to park exit 
Proceed to Town Center 
Proceed to Crater Casino 


Tall to IRIS 


Cut panel to enter 
casino underground 


Proceed to Servobot Workshop 


fly through park to find 
Showgirl head 


find Showgirl leys in 
casino underground 


Talh to IRIS 


Use Showgirl to lure 
enemy robot up ramp 


Proceed to spaceport hangar 


Talh to IRIS 


Activate enemy scout ship 
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Drop off your pressure suit in the airlock and exit 
with weapon drawn, as two L.E.D.s attack. They 
keep coming from the teleporter in front of the 
turbine, so drop a piece of Junk down the hole 
and take off. 


Climb the ladder and get ready to shoot a bunch 
of Vermin when you reach the top. When the 
room is clear, look for power-ups, then check in 
with IRIS for an update. 


There's a problem with the vacuum node, which 
is preventing IRIS from unlocking the door. Go 
back down to the entry airlock, and stop at the 
red-and-white panel just outside the door. Use 
E.Z.'s Torque Wrench, followed by the Taser, to 
open the door and disable the system. Grab a 
pressure suit, and retrace your steps back up the 
ladder to the infostation. 


* 
Continue down the hallway and through the 
next hatch, where you encounter more L.E.D.s 
coming out of a teleporter behind the post, and 
several Vermin congregating on the left. Watch " 


out for a bomb dropping from the ceiling, 
behind and to the right of the post. 


IRIS grudgingly overrides the alarm and unlocks 
the door to the vacuum node (behind E.Z. and to 
the left, while facing the infostation). Stop and 
pick up the loose Oxygen Bottles on the floor. You 
have an extended period outside in this level, so 
be sure to max out your inventory. Stop at the 
next infostation and consult IRIS again. 


IRIS cannot open any more doors for fear of 
depressurizing the entire colony, so you must 
find another way out. Remember the wind 
turbine you passed on the way into this room? 
You can blow it up and create an opening, but 
you need sufficient explosive power. Enter the 
room directly across from the vacuum node, 
and drop through the floor to reach the vents 
below. Watch for two L.E.D.s firing from across 
the room when you enter. 
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RED ROCK, 


Grab the Single L.E.D. ammo on the floor, then 
drop to the lower level, jumping from one gray 
box to another. Before jumping from the second 
box to the floor, equip E.Z. with Thermoscan 
(red) to spot two invisible L.E.D. Technicians. 
Destroy them from your safe position before 
stepping down into the room. 


Climb up into the vent and follow the path to 
| the next room, where you find several Large 
| Butane Tanks. 


If you don't have your jet 

pack, you can use the 

Grapple Hand and connect to 
the target at the top of the 
ladder. 


Crawl back through the vents and jet pack up to the next floor. Continue through the doors back to the 
hallway with the wind turbine. Drop a Large Butane Tank on the floor near the turbine, then back away. 


Shoot the tank to blow a nice, round hole in Proceed through the hole, up the ladder, and through the hatch to step outside. 
the wall. 


Sees a a i 


Collect the power-ups on the ledge while dodging laser 

blasts from the L.E.D. ships. From here, you must 

move left, which is no easy task thanks to the steep 

walls of the ravine and the L.E.D.s firing at you from 

every angle. Drop to a rock ledge directly below the à 
platform, then continue to the floor of the ravine. Your 

objective is to the left, but there are precious power- E 
ups and a survivor to the right. Jump and fly up to the 

low building, then continue across the ravine to the 

right, where you find a First Aid Kit and Oxygen Bottle 

on the ledge. Continue traveling around the ledge to 

the right to find the survivor and more Oxygen. a 


Now reverse directions and head toward the 
black building on the left. Go down the ledges to 
the ravine floor and follow the path to the left. 
Use your jet pack to fly up to a shelf, then 
continue through the narrow opening. 


Hop onto the low building, then jump to the 
narrow ledge above. Look carefully along 
the rock wall to your left for another narrow 
ledge that enables you to reach the top. 
There's a welcoming committee waiting to 
reward your perseverance. 


Take out the lone guard and collect the 
Double L.E.D. ammo and Oxygen Bottle. Don't 
bother exploring the building above; it's a 
dead end. Instead, wrap around the ledge to 
the left, pick up the First Aid Kit, and jump 
to another ledge with a building. You can 
reach the building in one jet-assisted 
jump, but be ready for heavy fire when 
you reach the top. 


Shift your attention 
immediately to the two 

L.E.D.s firing from the ai 
plateau below you. If you \ 
don't eliminate them quickly, | 
they will cut you to pieces 

where you stand. 


Suv 25) wi TERRE URNA 
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When you clear the hilltop, leap down and 
continue hopping toward the domed building, 
gathering power-ups as you go. Jump onto the 
building and look to the sky, where you can bag 
an L.E.D. ship as it passes overhead. 


Jump across to the half-buried building (part of 
the colony structure). Turn left and leap to an 
even taller structure. 


Leap to the ground on your left, where you can 
finally see your destination, the airlock. But 
nothing comes easy on Red Rock. There is a pile 
of rocks stacked up at the entrance. You need 
an Old Soul now. Equip E.Z. with Bioscan, and 
check out the small pile of rocks that is now 

J glowing purple. 


SSN. 
deer 


After a chat with the Old Soul, the rocks are Use the large containers for cover as you move around the perimeter of the room. A devastating 


| magically swept away from the airlock, allowing EZ. attack is coming, but for now, you can make E.Z.'s life a little easier by picking off as many L.E.D.s as 


to enter. Lose the pressure suit and continue through possible from long range. 
the hatch to the interior hallway, where an L.E.D. 

fires from behind a stack of boxes. Follow the path to 

the left, and go through the hatch to reach the pump 

room. Before stepping into the room, use your 1st- 

person view and take out two L.E.D.s waiting on the ===," 
left, behind a pillar. TN 
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After you eliminate seven L.E.D.s, the room 
seems to be clear. Guess again. Trigger the 
inevitable battle by approaching the small door 
left of a long, oval-shaped window. An ugly 
L.E.D. with a very big gun is waiting for you, so 
be prepared to run away and take cover. 


L.E.D.s, even the ones with 
big guns, generally run away 
when their shields turn 
orange. So if you keep up a 
steady stream of fire, even 
with a handgun, you can 
prevail. Don't fight aggres- 
sively until the enemy is in a 


weakened state. 
looking for movement. If you time your attack properly, you can get in a few shots before the L.E.D. 


turns and fires. By then, you should be safely concealed again. Keep this up until the 


L.E.D. is weak (red shield, or even better, orange), then you can aggressively chase it. But 
don't get too cocky because even a single plasma blast does massive damage. 


fis the L.E.D. attacks become more 
intense, you will absorb too much 
damage if you stand in one place and 
fire. Finding cover is helpful at times, 
but you will achieve more success by 
rolling and firing as you move through 
the environment. The L.E.D.s will rarely 
connect while you are in a roll, and if 
you keep firing, you are likely to come 
out of a roll, fry an LE.D., and then roll 
toward the neut target. 


When the big L.E.D. is toast, go through the 
door to the Central Control Room. Collect 

the power-ups on the floor, then check in 

with IRIS. You need to figure out a way to 

raise the pool cover in the pump room so you 
can get back to Red Rock Park. Open the red 
box on the table next to the infostation to 
acquire the Catapult upgrade. This little gadget 
lets E.Z. launch Small Butane Tanks at distant 
targets—like pool cover supports, for instance. 


You can also shoot the — — 
support structures from the 
bottom floor. Using 1st- 
person view is purely — — 
optional, because the = 
‘Catapult will auto-target 
the supports when you are 
within range. | 


After saving a survivor and gathering power-ups, go back to the pump room and equip E.Z. with 
his new Catapult (the device automatically comes loaded with a Butane Tank). There are two 

ceiling supports holding up the pool cover. Climb the ladder to the catwalk (where you also find 
Small Butane Tanks) and look for the targets. After you destroy the second support, the structure 
collapses, which in turn raises the cover off the pool. 
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Step through the door to reach a catwalk over 
the pool. Take out the first of many L.E.D. "park 
rangers.” Continue to the end of the path and 
jump into the water. 


Grab the L.E.D. ammo on the ground, then look for a fallen tree on a grassy ledge below the patio 
(not to be confused with the fallen log on the other side of the patio). Climb onto the stump and 
follow the tree to a tall island in the middle of the lake. Take out the L.E.D., then leap to the 
scaffolding. 


Go back down the ladder, crouch, and jump into 
the pool. Swim to the ladder and take the 
elevator down to Red Rock Park. 


Swim left and climb the ladder to reach a grassy 
ledge. Climb the ledges to the patio, where two 
L.E.D.s are waiting. If you are low on L.E.D. 
ammo, pull out your Fire Extinguisher. The 
small, circular patio makes it difficult for the 
L.E.D.s to escape your charge. Freeze one, then 
the other, then grab both weapons. 


STAGE 2 DESTRUCTOR 


This is an excellent vantage point for picking off 
L.E.D.s scattered around the park. If you have at 
least a Stage 3 Reaper, you can target a plasma 
beam-toting L.E.D. near the elevator. This makes 
your approach much easier later in the level. 
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Ty 
STAGE | 0 

Continue down the catwalk toward the golf E. 
course, and snipe the L.E.D. "duffers" from PC 
long range. Continue to the next circular ] ( 
platform, where you find a Stage 5 Annihilator. 
This bad boy takes out its target with one shot, ; 
and the explosion can neutralize other L.E.D.s 
in the vicinity. 

Walk across the log and continue toward the 

large #4 painted on the cement wall. Just to the 

right, you find a tunnel with an L.E.D. Heavy 

Warrior waiting inside. You need several bursts 

from your Annihilator to get rid of this az 


powerful enemy. 


€—X 


«mm HANDGUN 


The path turns into a cement walkway, which 
ends opposite a tree scaffolding. Shoot the 
L.E.D. out of the tree, then use E.Z.'s Grapple 
Hand to swing up to the scaffolding. Jump to 
the ground and run along the shore toward 
the elevator. 


If you didn't take out this L.E.D. from the 
scaffolding, you're in for a tough fight if you 
want to use the elevator. Avoid this L.E.D.'s 
devastating plasma beam (or better yet, make 
the L.E.D. shoot one of his own, as pictured 
here). Roll away from the beam and use 
whatever cover you can find until you can wear 
down this dangerous enemy. 


Take the elevator up to the town center, where 
you find a Minimart. Stock up on First Aid Kits 
for the coming battles. When you step through 
the hatch, several L.E.D.s open fire from the 
mall, and another joins in from the right alcove, 
so don't rush out just yet. 


Prim uide {N 


Pme E y 


it's good to crouch after 
opening a door. L.E.D.s do 
not adjust their sights very | 
quickly, and you can | 
usually avoid the first 
volley by crouching or 
rolling to one side. 
Fight through the mall, using the center area (trees and kiosks) for cover. Watch out for a sniper 
firing from above and behind you. Continue through the orange double doors, where you find still 
more L.E.D.s looking for a fight. 


Gather Cash Cards from the vandalized stores, Shoot through another deadly wave of L.E.D.s. Your best tactic here is to be aggressive—there are 
then hook up with IRIS at the infostation near far too many enemies to stand behind a counter looking for a good shot. Get into a rhythm of 
the elevator to get directions to the hangar. Take — rolling and firing to avoid taking fatal damage. 

the elevator up to the next level. 


Go through the large, orange door to reach the 
Crater Casino. As you enter the casino, you catch 
a glimpse of a powerful robot standing guard at 
the hangar door. Go back out to the mall and use 
the infostation to see if IRIS has any ideas on 
how to clear the way. 
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IRIS has a brilliant plan for getting rid of the L.E.D. robot, and she uploads 
four new maps to help you "assemble" the solution. How do you distract an 
armed robot? With a Fembot, of course. The maps provide directions for 
finding the parts and eventually assembling a Showgirl Robot. You can't 
reach all of the parts on foot, so your first task is to find a Hoverbot, stored 
in the Servobot Workshop. 


Return to the casino 
and follow the red 
carpet to the right, 
where you find a 
Minimart. Equip E.Z. 
with the Plasma Cutter 
and burn through the 
wall (look for the red 
markings next to the 
Minimart). 


Inside the room you find a survivor and four 
Cash Cards in boxes on the wall. After stripping 
the room, open the floor hatch and drop down. 


Follow the path through a small cafeteria (Cash 
Card on the table), and climb down the ladder. 
Search the room for a Cash Card, Junk, and a 
Large Butane Tank, then drop through another 
floor hatch. 


Go through the door to enter a cement tunnel. 
Bear to the right at every turn and junction to 
reach an automatic vent door. Go through the 
vent, follow the tunnel, and take the first left 
turn to reach a vent gate. Blow it out and step 
into a small room. 


Open the ceiling hatch and climb into a workshop area, where you find a survivor and a set of Shoot out the grate, step into a small room, and 
Showgirl legs. Grab the legs, collect some Junk and a Cash Card, and return to the vent system—this — climb through the ceiling. Walk through the 
time, continuing to the end (turn left when you get back to the main tunnel). open gate to find your old pal, Boris, who is not 


very happy to see E.Z. again. After waggling a 
bony finger at E.Z., Boris takes off with several 
L.E.D.s in hot pursuit. 


EL. 

Unlike in your first encounter, do not follow 
Boris down the hallway. Collect the power-ups, 
then jump to the ladder that Boris tumbled ' 
down when he arrived in the room. Climb up to 
the next room, where you find another survivor. i 
Climb up again, through the ceiling hatch, and 
continue through the door to reach the 
Servobot Workshop. 

Now for some airtime. Place IRIS in the Hoverbot 

and take a moment to practice the controls. Fly 

straight up through the ceiling vent, then 

continue through the duct system to reach a 5 


Red Rock Park vent. 


Fly across the park and look for a wall vent 
located near the base of the dome, to the left 
of a white, circular platform. Fly through 

the duct system, eventually descending 
through a circular opening to the Surveillance 
Center below. 


Fly over the Showgirl head, located on the table 
in the room's center. Pick it up and head back to 
the Servobot Workshop. If you have trouble 
finding the park vent for re-entry into the duct 
system, look for the vent on a smooth rock wall, 
between an elevator shaft and the waterfall. 


Land the Hoverbot on its pad, switch to E.Z., 
and retrieve the Showgirl head (pull IRIS from 
the Hoverbot). Approach the bench to 
assemble the Showgirl (you must do this twice 
if you didn't attach the legs earlier). The 
Showgirl is ready to rock and roll, but first you 
need to wire her nerves, which can only be 
done inside IRIS World. 
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THIS TRIP INTO IRIS'S INNER CORE INTRODUCES A FEW NEW WRINKLES, INCLUDING STATIC FOUR- 
PRONGED ELECTRICAL HAZARDS (YOUR MARGIN FOR ERROR IS CONSIDERABLY SMALLER), TRAP SWITCHES 
THAT MUST NEVER BE CHANGED, AND A TOTAL OF FOUR SWITCHES (ONE MORE THAN THE PREVIOUS 
WORLD). DROPPING THE SIGNAL BIT IS NOT REQUIRED IN THIS EXERCISE, BUT IF YOU DO, YOU CAN STILL 
WIN. THE KEY TO VICTORY HERE IS TO AVOID ALL LOGIC GATES AFTER YOU ACQUIRE THE SIGNAL BIT. 
an 
Qe OO 
et i » 


] 09 rune 

Gri 
DON'T FLIP THE FIRST FLIP SWITCH #2. DON'T FLIP SWITCH FLIP SWITCH #4, THEN 
SWITCH—NOW, OR EVER. 7 3—EVER. ACQUIRE THE SIGNAL BIT. 


} Q9 TURDO 


(o 


DON'T FLIP SWITCH #3 TO DON'T FLIP SWITCH #1 TO FLIP SWITCH #2 TO AIM GO THROUGH OUTPUT 

AVOID THE LOGIC GATE. AVOID THE LOGIC GATE. FOR OUTPUT TERMINAL. TERMINAL TO WIN (WATCH 

FLIP SWITCH #4 TO AVOID OUT FOR THE LAST ELECTRICAL 

THE STARTING LOGIC GATE. HAZARD JUST BEFORE THE 
END). CONGRATULATIONS. 
LULU, THE SHOWGIRL ROBOT 
IS YOURS. 


rough the floor hatch, then 


After flirting with E.Z., the Showgirl Robot is Take Lulu back through the vent system to the casino entrance. Drop th 
ready for her big part, playing seductress to an continue down the ladder and through the wire cage door. 
oily, smelly, L.E.D. Guardbot. 


E 
Drop through the floor hatch and follow the Follow the path through the cement tunnel. Take the first left, then another left, and go through 
duct to the automatic vent gate. the brown door. Go up through the floor hatch and climb the ladder. Continue through the small 
cafeteria, and hoist up through the hatch to reach the maintenance room, where E.Z. cuts a hole in 
the wall. Exit to the casino. 
Pac ge en 


* | ta t to the aue : While in the workshop, switch to Wheeler a 
Sw itch eres to Md climb ds and follow bud ded ap a where! at sd "mug a trap door, 


Walk up to the L.E.D. robot and flirt (press @). 

Take a few steps up the ramp (on the right, as 

you face the hangar doors) and flirt again. The 
robot has a very small attention span, so don't 

get too far up the ramp without doine a little 

bump and grind. 


FLIRT oO 
wHeeLcen © 


Switch back to E.Z. and rejoin Lulu in the casino. Retrieve IRIS, then go back down the ramp and The L.E.D. robot keeps looking back toward the 
through the doors to enter the back streets of the mall. You still must fight your way to the hangar. doors and may even go back down the ramp. 
As you approach the next orange door, you see a gang of L.E.D.s advancing from the other side. But if you keep up the show, it will scurry after 
Lulu all the way to the top. When the robot 
moves just past the top of the ramp, it suffers 
premature electrical shutdown, leaving the 
hangar doors unguarded. 


RED ROCK, 


Blast into the next room and run to the far side, past the center console. Destroy the teleporter, 
then run behind the blue chairs. By now, the L.E.D. with a big plasma gun joins the fight. 


ii el 


When the room is clear, scour the grounds for 
Single and Double L.E.D. ammo, then enter the 
airlock. Change into a pressure suit and 
continue into the hangar. Walk down the 
catwalk and jump to the lower level. Stop at the 
infostation and ask IRIS to open the gate, which, 
as it turns out, is a big mistake. 


As E.Z. turns the corner, the L.E.D. ship comes into view. The key works, and the ship powers up. 
Unfortunately, E.Z. has to wait to take it out of the hangar because old Boris locks him behind 
the gate. 
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Use cover to avoid the plasma gun as you 
eliminate the other L.E.D.s. 


When it's down to E.Z. and the big guy, use the 
center console to lure the L.E.D. into your sights. 
Keep up the cat-and-mouse game until you 
deliver the deathblow. 


EJ 
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With E.Z. out of commission, you take over control 
of Cimmeria Rajan. She lacks E.Z.'s electronic 
enhancements, but she is your only hope for 
springing our hero. On to Red Rock West Gate. 


TASKS 


free EZ. Wheeler from 
a the hangar " 


Unlike E.Z., with his 
cache of bionics 
and guns, Cimmeria 
Starts this level 
with nothing but 
her wits. 
Fortunately, you 
can grab a Fire 
Extinguisher in the 
next hallway, and 
use it to strip the 
nearest L.E.D. of its 
weapon. Stop at the 
terminal to chat 
with MEL, IRIS's 
male counterpart, 
and ask him to 
open the next door. 
E.Z. also has a few 
suggestions to help 
you survive the 
dangerous halls of 
Red Rock. 


As you walk through the door, take out the 
Fire Extinguisher and sneak up behind the 
L.E.D. standing on the other side of the 
boxes. After grabbing the Stage 1 
Destructor, open the cases on the floor to 
find a Human Digitizer (for survivors) and 
some Single L.E.D. ammo. 


Go through the "Restricted Access" 
door (remember, you're an officer 
now) and collect a 4mm handgun, stun 
grenades, and Tranquilizer Gas. Don't 
forget the Cash Card to the left of the 
door on your way out. 
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Buy some First Aid Kits at the Minimart, and 
shoot a lone L.E.D. as you continue down the 
hallway. Watch for an open door on the left, 
leading to some wandering Vermin, and a 
well-guarded L.E.D. blockade at the other 
end of the room. 


Marching down a wide-open hallway into an 
L.E.D. ambush is not a good idea. Instead, go 
back to the previous room and drop through the 
floor hatch, where you can circumvent the L.E.D. 
guns above. Follow the underground path to the 
end, and walk behind a large vent to reach an 
overhead hatch. 


Arm Cimmeria with a erenade, and climb up Stop at the infostation for another chat with MEL. The computer refuses to unlock the 
through the hatch. Quickly toss the grenade to vacuum node door until he receives the proper authorization. So you must go through the 
wipe out the L.E.D.s, then continue down the right Ad-Op-Com door, up the ladder, and into the next room to access another infostation, where 
hallway. An explosion goes off behind a large you enter MEL's World. 


window at the end of the hall, but there is no 
immediate threat. Go through the hatch on the 
| right to reach a cross-shaped room with four 


doors (including the entrance). /22 


Collect the 
stun grenades 
and Cash Card, 
then settle into 
the terminal 
for a try at 
MEL's World. 


P» 
Se MU ee 
EDU E eds 


mEL'S WORLDS 


THIS ENVIRONMENT INCLUDES SIX SWITCHES AND SIX LOGIC GATES, ALONG WITH FOUR-PRONG 
ROTATING ELECTRICAL HAZARDS AND FIVE-PRONG STATIC ONES. ACTUALLY, IT SOUNDS WORSE THAN IT 
IS. ACQUIRE THE SIGNAL BIT, THEN FLIP LOTS OF SWITCHES TO AVOID ALL LOGIC GATES ON THE WAY 
TO THE OUTPUT TERMINAL. STICK TO THE FOLLOWING STEPS. 
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FLIP SWITCH £3 TO ACQUIRE 
SIGNAL BIT. 
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FLIP SWITCH #6 FLIP SWITCH #2 TO AIM FOR GO THROUGH OUTPUT 
OUTPUT TERMINAL. TERMINAL TO WIN. 


Successfully completing MEL's World unlocks the 
vacuum node for Cimmeria. Go back to the cross- 
shaped room and access the infostation. MEL reluc- 
tantly agrees to open the vacuum node, but he 
warns that the pressure drop could be fatal. E.Z. 
suggests that Cimmeria find a sealed container and 
have a Loaderbot carry her (inside the container) 


through the vacuum node. Now all you need is a 
sealed container and a Loaderbot. Go down the 
hallway directly opposite the infostation and enter 
the duct. 


Follow the duct to reach the Loaderbot room, 
and install MEL to assume control of the little 
machine. Unlock the main door and drive 
straight down the main hallway. 


Turn right at the center console and look 
for a bright, yellow box among several gray 
crates. Line up the Loaderbot with the box 
and press A to load it. 


Bring the box back to the cross-shaped room Roll across the catwalk and turn right, continuing through the hatch to the next room. Deposit the 
and drop it in the center (make sure there is box on the floor and move the Loaderbot to the other end of the room. Switch control back to 
room all the way around). Move the Loaderbot Cimmeria and exit the box. Don't forget to retrieve MEL. 

away from the box, switch control back to 
Cimmeria, and send her to the cross-shaped 
room. Activate the switch on the crate to open 
it, then walk Cimmeria into the box (she 
crouches and squeezes inside it). With 
Cimmeria locked inside the box, switch control 
to the Loaderbot and roll it to the vacuum node 
room (flashing red light above the hatch). 


Continue down the hallway, collect the Cash 
Card, and slowly turn the corner to spot an 
L.E.D. Keep in mind that Cimmeria is seriously 
underpowered, so don't engage in shootouts. 
Roll and fire to dispatch L.E.D.s with ease. 
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Drop a piece of Junk in the teleporter to keep Go through the room and continue up the ramp to your right (watch out for Vermin). The next 


the area clear, then grab another Cash Card from room holds three red-and-white-striped boxes, containing machine-gun ammo, a First Aid Kit, 
the box. Stop and talk to MEL to open the door. and a stun grenade. 


Continue around the desk to find a machine-gun Go back down the ramp, carving up L.E.D.s as you go. Stop at the Minimart for supplies, then 
in the red box against the wall. proceed down the ladder, to the Vermin-infested pump room. 
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When Cimmeria discovers the machine gun, the LE.D.s show a new respect, and even fear of the Chief Colony 
Officer. Take advantage of this by plowing through L.E.D. resistance (at least until the bullets run out). 


Stay close to the large cage as three L.E.D. 
Advanced Warriors appear. You need your 
machine gun here because these big guys 
take time to kill. 


Go through the doorway, blast another L.E.D., 
and take the elevator to the lower level. Follow 
the catwalk to another door, which leads to 

another room and more L.E.D.s. 
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Pick up more machine-gun ammo and stun 
grenades, and go through the door to reach Red 
Rock Park. Use the controls on the left to lower 
the ladder. Before climbing down, note the 
Sparks arcing down the wire. The water is 
electrified, so stay out of it. 


Shoot the L.E.D.s as you head to the edge of the 
lake. You need to reach the grassy area facing 
the waterfall, where you find a collection of 
debris floating in the lake. 


Leap from box to box until you reach the 
tan ledge. Jump to another box, then leap 
across to the grassy ledge. 


Continue up the grassy ledges, then climb to the top of the dark, marble slab. Jump up two more 
ledges to the top. Crouch immediately and take out the L.E.D. firing from the platform. 


Jump from the platform into the water. Climb 
the ladder on the other side, and follow the path 
to the left, dodging laser blasts along the way. 


Climb up to the ledge, and continue across the 
fallen log and around the corner to reach the 
scaffolding and a hanging ladder. 


Jump up to the ladder and climb to the 
scaffolding. Use your zoom and blast the L.E.D. 
guard at the top of the ladder. Then, back up 
and take a long, running jump to the ladder. 
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This is a very tough jump. If E 
you fail, you'll need to swim 2 
to the ladder on the other side m 
of the lake and repeat your 3 


journey to try it again. 


Go back to the mall entrance, where you 
encounter extremely heavy resistance. Use the 
broken consoles and crates for cover as you 
move back and forth, fighting several L.E.D.s, 
including a very stubborn mini-boss. 


Continue through the orange doors to meet 
Boris, who is eager to work his earthy 
charms on Cimmeria. Boris admits that he 
trapped E.Z., but he won't help Cimmeria 
until she brings him a beer. Explore the 
area for Junk and Cash Cards, then take the 
elevator to the upper level. 


Walk toward the casino doors, where you see Continue straight down the ramp to the door. If you are low on machine-gun ammo, check out the 
Boris again, patiently waiting for his brewski. Vermin-infested room on the left (look in the cage room) before proceeding. Go through the door 
Ignore the old coot and go through the small to reach the park, and leap across the gap in the catwalk to reach the ladder. 

door on the right. 


Climb over the ledge to reach a patio, 
where an L.E.D. Heavy Warrior is 
waiting. Neutralize the enemy and 
enter the left tunnel. 


Open the door at the end of the tunnel to 
reach the Overlook Bar and Grill. Fight to a 
small door on the other side of the room. 
Go inside, clear the Vermin (and collect a 
Cash Card), and go through another door 
to the storage room. There you find a beer 
for Boris. 


Return to the restaurant and look for a 
floor hatch behind the aquarium. Drop 
in, then continue down the ladder. 
Spray the Vermin with machine-gun fire 
and go into the next room, where you 
find two survivors. 


Collect some stun grenades and continue 
through the next door to reach the pump 
room. Go back up the ramp to enter the 
mall. Cimmeria tosses Boris his beer, and 
the old man drains the can without 
coming up for air. 


An ecstatic Boris takes off for the casino, where he distracts the L.E.D. laser turret. When you hear 
the turret firing, run into the casino and take a left. Jump to the bottom floor and go through a 
restricted access door left of the main orange door. Climb down the ladder and head through the 
utility tunnels, shooting Vermin as you go. 
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RED ROCK 


Shoot the L.E.D.s and head to area #4, 
where you find a door leading to two 
survivors. 


Exit the room and walk straight to the 
ladder on the other side. Shoot a few 
more Vermin, then climb to the upper 
tunnel. Open the ceiling hatch and jump 
to a room with more L.E.D.s. 


Clear the room, then proceed through the Travel to the bottom of the hangar. Go around the shuttle to reach the infostation near the locked 
airlock to reach the Red Rock Hangar. cage where E.Z. is patiently waiting. 


MEL opens the gate, reuniting E.Z. and 
Cimmeria. After a brief conversation and 
a cameo appearance by Boris, E.Z. boards 
the L.E.D. ship and continues his search 
for the remaining Old Souls, in Level 9: 
Aromatum Chaos. 
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aromatum Chaos ~ 


Elevate the scout ship and 
hug the right side of the 
canyon as you fly to the 
first rock wall. Shoot the 
rock to clear the way, and 
continue your flight. 


TASKS 


fly scout ship to 
aystation 431 


Talk to IRIS 


Position Tractorhot 
near spider hay door 


Open Spider Bay door 
Drive Tractorhot into garage 
fnter spider hay 


Talh to IRIS 


Use spider to find 
Old Soul cairn 


Summon Old Soul 


fy scout ship to 
aystation #32 


Defeat enemy Battlecruiser 


Tall to IRIS 


Proceed to frozen cave 
Blast ice to enter cave 
Awaken Olid Soul 


Return to Waystation #32 


Talk to IRIS 
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The enemy ships are poor 
shots, so you can safely 
- hover in front of the building 
and nail many of the speeders 
as they zoom in. When the 
enemy ranks are down to just - 
afew ships, you must be a bit 
more evasive. 


Stay your course until you reach building #29, with a rock wall to the right. Now, you must 
concentrate on shooting the enemy speeders—all of them. 


When you blast the last ship, it crashes 
into the wall, turning it into a rock pile. 


Continue through the opening, staying high and 
right to avoid enemy fire (watch out for the 
laser turrets on the right-hand cliffs ). When you 
reach Waystation #31, set the ship down on the 
landing pad near the airlock (this is the only 
place you can land). If a squad of L.E.D.s 
emerges from any of the teleporters, hop back 
into the ship to end the threat quickly. 
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When you are flying low, avoid When you run out of things to shoot, set the ship down on the pad and walk toward the airlock 
hitting one of the structures, or with your weapon drawn. Watch out for two L.E.D.s that exit the waystation with lasers blazing. 


your ship will explode. 
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Go down the ladder near the 
brown door to find a survivor 
and power-ups in a storage 

room. 


The pressure suit station inside the airlock is not functioning, so don't bother stopping. Avoid the 
steam jets as you move cautiously toward the door. Watch for L.E.D.s firing through the broken 
airlock from inside the station. Shoot them from the airlock before advancing. There is plenty of 
ammo inside the station, but steer clear of the first case near the wall on the right when you first 
enter the room—it contains a bomb. 


Climb the ladder near the Minimart to find an 
infostation, where you can check in with IRIS. 
The station has lost power, but Cimmeria has a 
reset password. IRIS reluctantly calls her rival, 
and the lights quickly come on. 


Gather the Cash Cards, then go back down 
the ladder and exit the station. Use IRIS to 
activate the Tractorbot near the scout ship 
landing pad. Drive the Tractorbot to the 
other side of the waystation and park it in 
front of the yellow garage door. 


move U. 
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Switch back to E.Z. and go back inside the 
Station. Step up to the console left of the 
ladder and flip the switch to open the spider 
bay door. When you see the message that the 
door failed to latch open, switch quickly back 
to the Tractorbot and drive into the garage. 
You only have a second or two before the 
door closes, so don't delay. 
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With the Tractorbot safely inside the garage, 
switch back to E.Z. and run to the garage door. 
Shoot the L.E.D.s, drop some Junk into the 


af teleporter, and stand beside the door. 
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Switch back to the Tractorbot and press the 
button to the right of the spider rover. When 
you hear the door move, switch back to E.Z. 
and roll under the door before it closes. 


Retrieve IRIS from the Tractorbot, access the 
infostation near the garage door, and let IRIS 
open the door completely. Hop onto the spider 
rover and exit the garage. 


Turn right after leaving the garage and go 
straight, staying as close as possible to the 
left cliff wall. Jump onto the ledge and 
continue up the mountain. 
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Jump back across the gap, then continue up 
another set of ledges. 


Hop back across another gap, amidst enemy 
ship attacks, then scurry up a ramp. Jump 
across to a plateau filled with large boulders. 


Turn right and drop into a canyon filled with 
tall, rock pillars. Scramble around the pillars 
until you find a small pile of rocks. 
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Step off the spider and use Bioscan to reveal Retrace your path back to Waystation #31 and board the scout ship. 
the rock pile as an Old Soul cairn. The Old Soul 

appears and warns E.Z. of an L.E.D. 

Battlecruiser that is fast approaching. 
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LED. BATILECRUISER 


Fly back over the area where you visited the In the first phase of the battle, the enemy ship speeds up each time it is hit. Watch the HUD in the 
Old Soul, and continue through the canyon screen's right-hand corner to track the ship's direction and location. To inflict damage, slip in 
until you see the L.E.D. Battlecruiser (it appears ^ behind the ship as it slowly circles the pillars—but don't clip the rocks as you maneuver the scout 
in front of Waystation #32). ship, or it will explode. 


After you hit the enemy ship a few times, it Hit the Battlecruiser a few more times, and it begins firing lethal missiles. You must shoot every 
begins spreading aerial mines. You can avoid one because they are locked onto your ship. Fortunately, the Battlecruiser is almost stationary 
them, but it is easier to shoot them as you fly when firing missiles, so come in hard with guns blazing. However, after scoring a few hits, get 

| . around the canyon (which also gives you away quickly when the missiles stop. The Battlecruiser's speed and laser accuracy can be 
practice for the missiles that are next). overwhelming. 
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Stay high to avoid the mines. When the Battlecruiser is firing its laser, turn constantly 
to avoid taking too many hits. 
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In the later stages of the battle, maneuver 
quickly to tuck in behind the Battlecruiser. 
Your scout ship turns fastest when your wings 
are almost vertical, so dip a wing and turn at 
the same time to whip the ship into position. Æ 
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You need three to five successful attacks to defeat the Battlecruiser. 
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After the Battlecruiser goes down, E.Z.'s 
wounded ship crash lands outside 
Waystation #32. Go through the airlock, then 
open the brown door left of the ladder. After 
watching an L.E.D. communicate with its 
leader, the Caster of Shadows, walk quickly 
to the airlock across the room, turn around, 
and shoot the L.E.D. Technician near the 
infostation. Or, if you prefer, equip E.Z. with 
Thermoscan before entering the room so 
you can see the Technician immediately. 


Check with IRIS and receive a new map. Exit the 

airlock across from the terminal and proceed to 

the right. Destroy the teleporter, and then use 

the gas storage tanks for cover as you take out on 
the remaining L.E.D.s. Shut down the second 

teleporter, and finish off three more L.E.D.s near 

the cliff. When the area is clear, proceed to the 

left, under the pipes. Jump and jet across the 

chasm to the other side (jump to the shelf that 

extends over the canyon). 


Climb up the cliff, walk across the pipe, and 
pull up to the ledge. Follow the ledge to the left, 
then scale a series of ledges as you head up to 
the infostation. 
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Check in with IRIS, then collect the Large 
Propane Gas Tank from the box. Jump first to 
the lower set of pipes, then to the higher set. 
Walk across the pipe and climb up to the ice- 

covered cliff. 
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Walk to the left and place a Large Propane 

Gas Tank at the base of the gray ice formation. 
From a safe distance, target the tank and 

blow up the ice. 


Equip E.Z. with Bioscan, and approach the 
area of the explosion to see the hidden Old 
Souls' cave. The last Old Soul awakens and 
implores E.Z. to find his grandfather's grave. 
The location has eluded E.Z. up to now, so 
the Old Soul offers to accompany him on the 
journey. 


As the Old Soul departs, the ground shakes from 
a Marsquake. Drop down the cliffs to the pipe on 
the far left, where the hot gas emissions are 
lightest. Use the Healing Stone to max out your 
health, and then walk the pipe, healing yourself 
as you take damage. 


Before checking into IRIS 
World, go up the red ladder to 
find a survivor. Shoot the duct 

gate and crawl through the 
system to find another. 


Continue down the mountain, across more Enter the Waystation #32 airlock and go straight 
steaming pipes as you leap across another gap. to the infostation, where you must conquer the 
most difficult IRIS World challenge yet. 


IRIS WORLD 


IN THIS CHALLENGE, YOU MUST COMPLETE FOUR CONSECUTIVE "WORLDS" WITHIN THE ALLOTTED TIME OF 
EIGHT MINUTES AND WITH NO MORE THAN 30 ELECTRICAL HAZARD HITS. THE TIME RESTRICTION IS GENEROUS, 
PROVIDED YOU DON'T MISS MORE THAN ONE OR TWO CONNECTIONS. HOWEVER, DON'T BE DECEIVED BY THE 
LIMIT OF 30 ELECTRICAL HITS. THE PATHWAYS ARE OFTEN VERY FAST, AND IT CAN BE TOUGH TO ROTATE 
QUICKLY ENOUGH TO AVOID A FIVE-PRONGED ELECTRICAL HAZARD. WE RECOMMEND PAUSING AFTER THE 
COMPLETION OF EACH WORLD, SO YOU CAN REVIEW THE STRATEGIES FOR THE NEXT ONE. OF COURSE, IF YOU 
LIKE TO TACKLE IRIS WORLDS ON YOUR OWN, KEEP THE SIGNAL BIT ROLLING AND GO FOR IT. 


PART ONE 
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FLIP SWITCH #1 BACK. AVOID FIVE-PRONGED CARRY SIGNAL BIT THROUGH 
ELECTRICAL HAZARDS. THE OUTPUT TERMINAL TO WIN. 
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SWITCH #2. 
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FLIP SWITCH #2 BACK. GO THROUGH OUTPUT 
TERMINAL AND WIN. 
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DON'T FLIP SWITCH #1. ACQUIRE SIGNAL BIT (FIRST TIME). 


ACQUIRE SIGNAL BIT (SECOND 
TIME). 


IRIS WORLD continuen 
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DON'T FLIP SWITCH #2. FLIP SWITCH #3 TO AIM FOR GO THROUGH OUTPUT 
PART FOUR OUTPUT TERMINAL. TERMINAL AND WIN. 


ACQUIRE SIGNAL BIT 
(FIRST TIME). 


FLIP SWITCH #1 FOR A ACQUIRE SIGNAL BIT FLIP SWITCH #1 TO FLIP SWITCH #2 AND AIM 
QUICK RETURN. (OR DON'T (SECOND TIME). AVOID LOGIC GATES. FOR OUTPUT TERMINAL. 
FLIP SWITCH #1 AND GO 

THE LONG WAY AROUND.) 


Completing IRIS World finishes the level and reveals the Old Soul Gathering Place location i in crater [DS 
MC-550. After E.Z. and Cimmeria are reunited, E.Z. must visit his grandfather's burial site and 
gather the Old Souls at Shalbatana Vallis. 
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TASKS 


Proceed to Biology Outpost 


l Talli to IRIS 
Biology Outpost } 
Use spider to find 
Old Soul cairn 


Summon Old Soul 


Proceed to crater MC-550 


Descend to crater hottom 


Search for grandfather's 
remains 


ELS Grandfather's | 
Remains 


Gather the Old Souls 


The Healing Stone replenishes 
Oxygen and health, and both | 
are at risk during the | 

extended fighting in this — 
level. Use the Healing Stone 
often to survive the heavy — 
L.E.D. attacks. d is 


E Follow the canyon path as you head to the Shalbatana Biology Outpost. There are L.E.D.s waiting on 
L|. thecliffs and around corners, so keep one hand on the trigger at all times. Traveling through the 


va LI LI LI LI LI LI 
P canyon requires extensive use of your jet pack for vertical leaps and long, running jumps. 


Take advantage of xal i: 
elevated positionsto faa — “Sega Watch out for L.E.D. ships 
clear out enemies TE ow zooming through the 
before dropping. TIT " B canyon. 


Look for two elevated L.E.D. snipers armed with Stage 4 eradicators as you approach a long gully. Use Follow the path up and down the ledges, using 
your zoom and target these enemies before dropping into the basin, or you will be target fodder. your jet pack to traverse long, open canyons. 


STAGE 5 ANNIHILATOR 


As you get closer to the outpost, you come across an L.E.D. encampment. Use one of the small hills There's no time to rest. The next canyon hides 
on either side of the path to target the L.E.D. before dropping. The teleporter spews out LE.D.s atan more L.E.D.s and another teleporter. 

alarming rate, so destroy it immediately upon landing. If you're out of Junk, look for three pieces 
scattered about the camp, and don't forget the Oxygen Bottles. 


Watch out for the steam rising 
As the outpost comes into view, you come under attack from rooftop snipers and dive-bombing from fissures in the ground 
L.E.D. ships. Use the tall rock pillar for cover, take out the snipers, and circle the outpost looking for around the outpost. Vou know 
more L.E.D.s. E. is taking damage when he 
glows red. 


Circle the outpost and clear out the L.E.D.s. Blow 
up the teleporters and watch out for a lone 
sniper on a ledge near the rear airlock. 


E ^ DE Rec N SÉ 


Prima’s Official Strategy Guide 


Return to the main hallway and go through the 
hatch. Collect Cash Cards from the barracks and 
around the consoles. 


Look for a wall with a red, dotted line marking an emergency door. Use your Plasma Cutter to burn 
through the wall, then rescue the survivor on the other side. 


When the grounds are clear, return to the front 
of the base and go through the airlock. Collect 
the Cash Cards in the first hallway, turn right, 
and take out three L.E.D.s (including a 
Technician). A Stage 5 annihilator does the trick 
with one shot. Collect ammo from the two outer 
cases against the wall. The middle case has an 
explosive. 


Climb down the ladder and explore the rooms 
for a vast collection of Junk, First Aid Kits, Cash 
Cards, ammo, and Small Butane Tanks. 


Use the Grapple Hand to snag the connection at 
the end of the ladder, then return to the center 
of the station. 


Clear out any remaining L.E.D.s, then look for a red-and-white striped wall panel left of a small, 
brown door. Use your Torque Wrench to remove the panel, and zap the circuits with the Taser to fry 
the circuits and open the door. Proceed into the room, rescue the survivor, and check in with IRIS at 
the infostation. 


IRIS WORLD 


ONE MORE FORAY INTO IRIS WORLD ALLOWS E.Z. TO UNLOCK THE SPIDER BAY DOOR. THIS ENVIRONMENT 
CAN BE QUICK OR PAINFULLY LONG, DEPENDING ON HOW EFFICIENT YOU ARE AT HITTING THE RIGHT 
SWITCHES. IF YOU MISS ONE, YOU'LL ROLL ALONG ENDLESS PATHS THAT BURN UP VALUABLE SECONDS. 
HOWEVER, DON'T GIVE UP. YOU CAN MISS A TURN OR TWO, DROP THE SIGNAL BIT, AND STILL FINISH 
WITHIN THE ALLOTTED TIME. 
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DON'T FLIP SWITCH FLIP SWITCH #3. AVOID 
#2 (EASY TO SEE BIT LOGIC GATE. 


WAITING). 
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E 
FLIP SWITCH #1 BACK. DON'T FLIP SWITCH #4. FLIP SWITCH #5 TO GO THROUGH OUTPUT 


AVOID LOGIC GATE. AVOID Locic GATE AND REACH TERMINAL. TERMINAL TO WIN. 
LONG RETURN PATH. 


IRIS uploads a new map, shows E.Z. another 
video of his grandfather, and offers a 
thoughtful warning about packing enough 
Oxygen. Fortunately, you have the Healing 
Stone, so you'll be able to replenish your 
supply when your Oxygen level runs down. 


Exit the room through the brown door and take 
the first left. Follow the hallway, go through the 
airlock to the rear of the station, and make a 
quick left to enter the spider bay. 


If you didn't clear all the 
L.E.D.s from the station and 
surrounding areas, you 

might be attacked when you 
leave the bay. Go back 

inside, dismount, and finish 

off the L.E.D.s on foot before 
leaving on the spider. 


Climb onto the spider and go straight until you reach the rock wall. Jump onto the ledge to begin 
your journey up and over the ridge. The path switches directions as you move up the mountain, so 
look to either side to find your next jump. 
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Don't be concerned by long jumps. The spider can achieve serious air time and distance. 


The spider can land with just its 

front legs, so don't worry if the 
rear legs are hanging off the 
ledge. just keep moving forward, 
and the spider will grab hold. 
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When you reach the top of the ridge, go down the other side. The spider can move easily down the Equip E.Z. with Bioscan and activate the Old Soul 
slope. Look for a pile of rocks in the lower, left-hand corner of the ravine. cairn. The last Old Soul awakens and presents 
E.Z. with the Summoning Stone. Now you must 
continue on foot to crater M-550. From now on, 
watch your Oxygen level very carefully, but 
don't refill until you hear the warning. You have 
a long journey ahead of you. 
bang 


Walk past the rubble left by the Old Soul and 
head up the ledges. Watch out for an L.E.D. 
spawning from a teleporter as you climb. This 
is only the first of many L.E.D.s that block 
your path. 


After climbing several ledges in the same 
direction, you come to a wide chasm with L.E.D. 
snipers firing at E.Z. from above. Look for an 
alcove up and left, where you can find some 
protection and blast the L.E.D.s. After you climb 
above the sniper perch, the first of several 
enemy ships completes a low strafing run 
through the canyon. 


A long jump takes you to what appears to be a 
dead end, on a narrow shelf against the rock 
wall. Turn around and look for a series of ledges 
and overhangs back across the canyon. This 
jump is actually shorter than it looks. Back up 
far enough to get a running start, jump, and use 
the jet pack to propel E.Z. to the edge. 
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The next jump is a little tricky because you must 
control your height to avoid bouncing off the 
overhang. Pause for a fraction of a second after 
jumping off the ledge, then use the jet pack to 
reach the other side. 


Turn around and go back toward the overhang, 
this time leaping to the top of it. 


Jump across to another narrow shelf while avoiding the sniper fire from above. One more jump 
takes you to a long, uphill ramp that leads to the crater overlook. Take out the L.E.D. and teleporter 
and continue to the edge. £ 


Travel down the side of the mountain, using the jet pack to soften the longest drops. This is a 
difficult descent and the attacking L.E.D. ships don't make it any easier. 


One last slide takes you to the crater floor. 
Travel across the crater in the general direction 
of the "V" made by the mountains in the 
distance. 


As E.Z. approaches his grandfather's remains, the ground begins to shake violently, and a circular Within seconds, E.Z. is lowered into a strange, 

platform is cut into the ground. circular chamber, where he must summon the 
Old Souls. E.Z. Wheeler's date with destiny has 
finally arrived. 


E.Z. finds himself in a room with four sealed 
doors. Each door provides entry to an Old Soul, 
but the doors are locked, and even Bioscan 
does not allow entry. Look at the symbols 
above the doors. At this time, there is a pattern 
of four red lights over one door. While looking 
at the four lights, go to the first blue button on 
the wall to the right. 
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RED ROCK, 


Press the blue button once to make the blue 
lights move one door to the left. Press the 
button again to move the lights to the next door. 
Now the red and blue lights are together, 
forming a complete border around the symbol. 
The door is now open. Although the door closes 
shortly after opening, it reopens when E.Z. 
approaches. Go into the room and approach the 
glowing rocks in the room's center to bring the 
Old Soul to life. Repeat this process to open the 
remaining doors and summon the Old Souls. 


When all Old Souls are in the chamber, step 
onto the center platform. The Old Souls commu- 
nicate in thundering tones, then they speak, 
telling E.Z. that he has been appointed guardian 
of the Foundation Stone. The outer ring with 
the Old Souls suddenly disappears, forming a 
circular stairway leading to the Foundation 
Stone. Walk down the stairs and collect the 
Foundation Stone. 


When E.Z. touches the stone, he turns sparkling gold and receives new powers. Now you are ready A shaft descends from the L.E.D. mother ship, and 
to meet the L.E.D. mother ship. Go back up the stairs and step onto the center platform. when the walls disappear, the platform is quickly 
filled with L.E.D.s. Use one of E.Z.'s new weapons, 
the Old Soul scowl (plasma 
cannon), to clear the platform 
with one violent burst of 
energy. 


Step onto the platform and push the 
button to ascend into the mother 
ship. The ship looks M 
deserted when you [S * 
arrive, but as soon as 

you enter the outer 


hallway, you find L.E.D.s and 
Vermin around every corner. 
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Circle the ship, checking each room for 4 
digitized survivors (look for cubes on the lab 
benches). 
LE 


Take the elevator to the next level and repeat your room-to-room search. Expect heavier resistance Watch out for an L.E.D. toting a particle beam 
(including ceiling bombs) in the hallways. weapon in one of the bedrooms. 


When the floor is clear, proceed to the large 
arena in the ship's center, where you encounter 
several Vermin and L.E.D.s scattered around the 
levels. Move fast and fire faster to clear the 
room (don't forget the L.E.D.s on the upper 
level). When the room is quiet, use the 
superjump to reach an extended platform on 
the second level. 


From this elevated position, swing your sights 
up to the center of three catwalks, where you 
find one more L.E.D. A blast of the Old Soul 

scowl does the trick. 
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RED ROCK, 


As the last L.E.D. sizzles, the ceiling opens up, 
and a giant orb drops down. After scanning the 
room, the orb opens, revealing the L.E.D. 
Supreme Commander. Step behind one of the 
pillars and wait for the Commander to drop 
below the catwalks. When the orb floats out 
from behind the center support, nail it with the 
Old Soul salute (particle beam). 


After taking a few hits, the Commander floats 
above the catwalks, changes into a new form, 
and begins firing explosive puffballs at E.Z. 
These explosions follow E.Z. wherever he goes. 
You cannot avoid them, or even hide behind a 
wall or pillar. 


— Your only defense is to switch to the Old Soul 
scowl (plasma cannon) and shoot the balls as 
soon as they are launched. After you get into a 
rhythm of destroying the explosive balls, 
superjump to one of the three catwalks 
branching out from the center support. Resume 
firing immediately as you advance toward the 
Commander. 
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When you are about three quarters of the way 
down the catwalk, switch quickly to the Old Soul 
shrug (effects similar to the Blinding Stone) and 
unleash a few blasts. The L.E.D. Supreme 
Commander suffers a massive electrical 
breakdown. 
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After a brief light show, the orb floats away in 
flames before careening into the wall in a 
massive explosion. E.Z. finds himself outside 
the ship, still elowing from the effects of the 
Foundation Stone. 


Cimmeria arrives and convinces E.Z. that he 
cannot remain in this inhuman form. E.Z. arrives 
back inside the chamber, but the Old Souls are 
nowhere to be found. Amidst the rubble, you 
can see two of the Old Soul Stones. Collect the 
stones and place them on their respective 
pedestals inside the rooms. 


The remaining stones are already inside the rooms. Find them and place them on their pedestals to 
summon the remaining Old Souls. Now all that is left is to return the Foundation Stone to its resting 
place on the lower level. 


With the Foundation Stone safe once again, the crippled L.E.D. mother ship attempts a takeoff but 
crashes in flames into the wall of the crater. Red Rock is finally safe, thanks to you. Now E.Z. can 

move on to more important things, like getting close to Cimmeria and generating some warmth on 
this god-forsaken planet. 


REO ROCK, 


Athena: Obsolete mainframe computer that sporadically 
operates Red Rock. 


Blinding Stone: A gift to E.Z. from the second Old Soul; 
activate to blind the L.E.D.s. 


Boris Dezurov: Eccentric, old Red Rock resident who has 
learned to survive with the L.E.D.s (thanks to an endless 
supply of turkey sandwiches). 


Cargobot: Robotic arm used for 
moving crates. 


Cash Card: Currency of Red Rock, 
used to buy supplies at Mars 
Minimarts. 


Chickenbot: Small, two-wheeled Servobot 
used to perform routine colony 
maintenance. 


Cimmeria Rajan: Chief Colony Officer of Red 
Rock (and E.Z. Wheeler's current love 
interest). 


E.7. Wheeler: Major Eugene Zeno Wheeler 
(don't call him that when he's armed). 


Foundation Stone: A sacred stone used by the ancients to 
ignite the first stars of the Milky Way, has the power to 
- transform E.Z. into a god. 


Gathering Place: Secret chamber where the Old Souls gather. 


General Gusto (Augustus) Wheeler: E.Z.'s grandfather, the 
first human to set foot on Mars and founder of the original 
Red Rock colony. 


Healing Stone: Given to E.Z. by the fourth Old Soul. 


Hiding Stone: Given to E.Z. by the third 
Old Soul, renders E.Z. invisible. 


Hoverbot: Small flying Servobot used 
for inspection, can also transport a 
single item. 


IRIS: E.Z.'s portable computer module, can 
scan computer and electrical systems, 
upload maps, and take over Servobots, also 
hopelessly in love with E.Z. 


Laser Drill: Rail-mounted drill used for boring 
tunnels, can also be reprogrammed as a 
weapon. 
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L.E.D.: Stands for Light Emitting 
Demons, the aliens that have taken 
over Red Rock. 


Lulu: A showgirl robot that works in the 
colony casino. 


Old Souls: The four ancient guardians of 
the Foundation Stone, capable of 
telepathic communication and other 
mysterious powers. 


Pressure Suit: Worn when E.Z. leaves the 
safety of the colony, has a limited self-contained air supply 
that must be replenished by Oxygen Bottles. 


Radical Tactics Expert (RTX): An elite soldier trained to 
operate alone in covert, high-pressure situations. 


Red Rock: An affectionate name for the colony on Mars, 
technically known as a Consolidated Planetary Live/Work 
Environment. 


Rover: Martian surface vehicle. 


Officer Access Card: A security key that allows 
access to a small, underpowered cache of 
weapons used to control uprisings. 
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Spider: One-person, multilegged vehicle capable 
of jumping and climbing over rough terrain. 


officer 
Access Card 


Summoning Stone: A gift from the first Old 
Soul, used to communicate with the Old Soul 
when it appears as a pile of stones. 


Tractorbot: Small, tanklike Servobot that travels on treads and 
can work in radioactive environments. 


Truckbot: Low-slung Servobot 
used to transport single crates. 


Vermin: Small, alien creatures 
that hang on ceilings, hide in 
ducts, and attach themselves 
to E.Z. at every opportunity, 

injuring him until shaken off. 
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